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ake no mistake, the 
release of Resident 
Evil 2 is THE PlayStation event of the 
year! A game hasn't been built up this much 
since Final Fantasy VII, and with respect to the afore¬ 
mentioned RPG, RE2 has every chance of becoming 
even more successful. Sure, we'li also see some big 
games later in the year like Tekken 3, Metal Gear Solid, 
and whatever other surprises Sony may have in store 
for us. But no matter how good they are, it will be tough 
to match the anticipation created by RE2. 

So, when something this big happens on the 
PlayStation, you better believe that PSM will be there to 
cover it better than anyone else. You wouldn't expect 
anything less from your number-one PlayStation 
resource. So to commemorate the release of what is 
sure to become a PlayStation classic, we're going to 


town on it with our biggest preview coverage ever, 
including a whopping 100 screen shots! Maybe we 
went a little overboard, but we don't want to leave any 
room for question—if it's big on PlayStation, absolutely 
no one can come close to covering it like PSM. 

Hey, as long as I'm hyping our magazine, I should 
point out that we added lots of cool new regular fea¬ 
tures this issue. Be sure to check out the new Fan Art 
and smart bomb columns in the Letters section, and 
then hit Nihon Game Otaku for the dazzling debut of 
PSM's very own Banzai Chibi-Chan! He's sure to cause 
quite a stir in the coming months. O.K., enough talk- 
time to get to the good stuff. Enjoy the issue! 

► C+HR15 BLflTE 
King Zomeie 


t The cast of Resident Evil 2 
is set to give your PlayStation 
more thrills and chills than 
ever before. And with so 
many ways to play through 
the game, you'll be enjoying 
it for a long time to come! 



kh l-F IT'5 -BIG ON 
■PLAYSTATION* absolutely 
NO ONE CAN COME CL05E TO 
COVERING IT LIRE FSFYl” 



p Super-intense 
action scenes like 
this one will leave 
you breathless! 


4 What would a 
Resident Evil game 
be without a town 
full of zombies? 



.. | very issue, we match the best 
H. J games with today's hottest il¬ 
lustrators to create the PSM cover. 
We take pride in creating quality 


azine at the highest possible level. 

This month, we were really 
jazzed to work with Joe Madureira, 
who made his name working on 
Marvel's Uncanny X~Men. He left 
the book with issue #350, and is 
currently developing his own comic, 
Battle Chasers. What's really cool is 
that Joe is a qamer, and counts Final 


favorites. Maybe someday we't! 
even see his work in videogames...? 
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What's it like to be a zombie? 


carcoMn-oniei 

Type of Gamer: All Around 
Current Faves: Resident £■' 




Hobbies: Comics, Basketball, Movies 

Most Wanted Game: Metal Gear Solid 
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Chris Slate Editor-In-Chief 

Charles Frohman Managing Editor 

Stephen Frost Editor, Reviews & Previews 

Noah Massey Editor, Codes & Strategies, Features 

Blake Fischer Editor, News 

Eugene Wang Art Director 

Gary Liew Graphic Designer 


What's it like to be a zombie? 


Type of Gamer 
Current Faves: 


Hobbies: Anime, Movies, 

Most Wanted Game: De 




Editorial Contributors 

Christian Svensson, Mike Salmon, Adam Douglas 


Reyes, Jana Massey, Julian Rignall, Rick Sanchez 


Photography & Artistic Contributors 

Aaron Lauer, Joe Madureira, Gerrard Se 
Hanan III, Robert DeJesus 


What's it like to be a zombie? 


Type of Gamer: Racing, Sims, "Weird 1 
Current Faves: Colony Wars ,, Bloody F 
Hobbies: Spinning dance floor grooves 


Cover Illustration 

Joe Madureira 

► Advertising 




Most Wanted Game: Colony Wars 2 




Brian Olshever National Ad Manager 
Julie Fisher Sales Development Director 
Katie Cole Ad Coordinator 

Larae Brown Marketing 


■ .‘‘■-Vi.-i■>. 


What's it like to be a zombie? 


Type of Gamer: Flight Combat, Fightinj 
Current Faves: Biohazard 2 , Einhander, 
Mobile Suit Z Gundam 
Hobbies: Hong Kong movies, collecting 

Most Wanted Game: Bushido Blade 2 


thrive on human brains, I don't need money. 

I just find some poor soul and start chewin'! 
Although, it is nice to wash 'em down with a 
Pepsi every now and then (slurp!). 


Richard Lesovoy Production Director 

Mark "So Money" Eastwood Production Coordinate: 


Doug Faust, Publisher 




Tom Hale Director, CD-ROM Development 
Holly Klinge! VP Circulation 
Brian "Tonba" Hostetler Hardware Hero 
Tom Valentino Vice President/CFO 

. V * ' * 7 :’ • ....... 

Chris Anderson President/CEO 


What he does 


/ jBp What he does: 

Directs art, eats brains 
and licks mouses. 

How he became a zombie: 

Ate the "Brisbane Special" from the 
downstairs deli. 

Eug's Quote of the Month: 


What he does: 

Enforces deadlines on 
the staff. Uses lots of "big" 
words. Craves human flesh. 

How he became a zombie: 


Brian Olshever National Ad Manager 
phone: 805.778.1505 
fax: 805,778.1525 
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How he became a zombie 
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Kate Bailey Circulation Manager 

■■ 

Peggy Mores Fulfillment Manager 
Bruce Eldridge Newsstand Director 
Thea Selby Newsstand Manager 
Terry Lawson Newsstand Analyst 
Gen Tanabe Online Subscription Manager . 

, 

PSM—100% Independent PlayStation Magazine is 
published monthly by Imagine Media, 150 North Hill 
Drive, Brisbane, CA 94005, USA. Application to mail 
2nd class pending at Brisbane, CA and additional 
mailing offices. Newsstand distribution is handled by 
Curtis Circulation Co. Basic subscription rates: one 
year (12 issues) $20 U.S., Canada $34 U.S. Prepaid 
funds only. For customer service write: PSM, RO. 

Box 52073, Boulder CO 80322. POSTMASTER send 
changes of address to PSM, RO. Box 52073, Boulder 
CO 80322. Imagine Media also publishes Ultra Game 
Players, Next Generation, PC Gamer, The Net, 
MacAddict and Boot. Entire contents copyright 19S7, 
Imagine Publishing, Inc. All rights reserved. 
Reproduction in whole or part is prohibited. Imagine 
Publishing, Inc. is not affiliated with the companies or 
products covered in PSM. 
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Gary's Quote of the Month 


Charles' Quote of the Month 


deli, brains ain't half bad 
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Splatter entrails all over] 
Racoon City. Inflict grotc 
wound effects on the un 
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Game Informer 


virus 


into flesh-eating monsters, 
hell-bent on snacking on your 

still-warm snleen. 


They're Here! 

Resident Evil 2 And The 
Official Strategy Guide! 


Resident Evii movie 


necessary ,„ to dig up jurtner 
details, visit our website at 
www.capcom.com or wherever 
Resident Evil 2 is sold . 
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Play the online Resident Evil 2 game 

at w wvv.residentevil2.com 
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PlayStation 


trademark of CAPCOM., LID. PlayStation and the PlayStation Iqcjo are trademarks of Sony Computer Entertainment Inc 
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As more and more PiayStation 
games are released, the market 
gets even more competitive. 
Developers and publishers are 
faced with an even stronger 
demand for innovation, otherwise 
their games might just get lost in 
the fray. We've narrowed down 
what we think are the most impor¬ 
tant ingredients for games today. 


atiMnu 
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As if Alundra wasn't deep enough already, V 
we've compiled a list of secrets for this massive 
RPG that will give you even more adventures to 
undertake! From using the warp portals to speed up 
travel, to trading guilded falcons for special 
items, we cover 'em all all! 


jj£ Final Fantasy Tactics is immense. You couid spend weeks 
refining your battle strategies! To help you along the way, 
we've put together a list describing all the items in the game—and it wasn't 
easy! In addition, you'll find all the job descriptions and the most useful abil¬ 
ities. With these resources on your side and some more tips to make your 
life easier, you'll be a master tactician in no time! 


BUSHING 


i y. 





: v. 



To help you fully master this game, we're giving you the 
most complete moves list that's ever been printed. Forget 
what you've seen in those other mags, this is the end-ail be-all 
guide to the game. Along with a special moves and combos list 
for every regular character, we're also tossing in all of the hidden 
characters, plus their moves and combos! 



Broken Sword's rich story line will take you all over 
Europe, and you're bound to get stumped eventual¬ 
ly. To get you through some of those difficult and 
unusual puzzles, we put together a complete 
Broken Sword waIkthrough! § 
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the games you're interested in 
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23, 66 NBA In The Zone'98,.,. 

pg 24 Need For Speed 3. 

pg 40 Newman-Hass Racing 

pg 42 One. 

27,84 Power Boat.. 

pg 55 Rascal t I t I 4 111 iltlTI I V P ■ ■ I * ■ ■ ■ *1 

pg 27 Ray Tracer.. 

pg 24 Reel Fishing....... 

pg 70 Resident Evil 2..... 

pg 41 Riven. 

pg 90 Shootout'99. 

pg 26 Star Wars MOTK. 

pg 48 Steel Reign. 

pg 49 Tekken 3. 

pg 24 Tennis Arena.... 

DO 25 Tonba .. 
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Auto De struct 


mm 


w 
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Breath of Fire III 
Broken Sword... 


■ . ■ 
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The latest PlayStation news and ui>to-th( 

► Feature Story: Where's Metal Gear? 

► Yaroze News. 


Lode Runner 


Nihon Game Otaku! 




Master of Monsters 


icro Machines V3 


► Flashback/Backlog 


Pull-out tips that fit in your game! 

^ Game 1: Final Fantasy Tactics 
► Game 2: NFL GameDay '98 


All the best dirt on tomorrow's hottest games 

► Bloody Roar.. 

► Gex 2: Enter the Gecko. 

► Breath of Fire III. 

|te, TpU/pn *3 
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► Tonba....... 

► Newman-Hass Racing. 

► Master of Monsters. 

► Mega Man Neo...... 

► Power Boat Racing... 

► Need For Speed 3.. 

► Diablo...... 

jb. Riven 

f NBA Shootout 98.. 


SEE 


The cover image by fan fave Joe 
Madureira, without cover lines! 

ft Hang it someplace cool! 
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Even if you've already 
sions, the chances are 


ou to 




best features of the game! 


a 



Link-Up. 

Pause 

1 M V V 4 III I 4 4 M f M > M I < • ■ 4 4 M ■ I ....... ... 

Fan Art........ 

Tod This 1 

I W W ■ III V ■ ... 
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Once all you've played through the ga 
the tracks are open, you still have I 
find—each location has a secret extra lev 
secret levels are pretty well hidden, so we 
that we would give you a little help in find 
No no, don't thank us—it's ail just part of 



* p5iyi iaga 


fEBRUflfiY *■ 



























































































































k Snake has been found hiding in the back 
of a truck. Note the tiny details/ like the 
laser sight on the guard's rifle and his 
frosty breath. This game is so cool it hurts! 



k A firefight breaks out on top of the base! 
Metal Gear looks like it's shaping up to be 
an action gamer's best dream. 



A You can also place traps, like this bomb. 
Since ammo is in low supply, you must 
learn to use every means necessary to 
achieve your objectives. 







k Here it is, the 
terrorist's hot 


new 

Metal Gear weapon. 
We can't wait to get in 
there and take it on! 


reviewed back in our October issue, Konami's Metal Gear 
Solid has finally been assigned a release date. Originally 
thought to be an early 1998 release, Metal Gear drifted into 
release limbo later on into last year. Now, Konami has the game 
slated for an April release in Japan, with a possible September 
release in the U.S. Konami has mentioned that it would like to get 
the game out over here earlier, and the company is trying to make 
it as close of a simultaneous release as it possibly can. 

For those not in the know, this latest version of the Metal Gear 
series revolves around a super-spy named Solid Snake, 
and his infiltration of a top-secret facility in Alaska that 
has been taken over by terrorists. Besides the astound¬ 
ing visuals, the most unique part of the game is that it 
forces the player to rely more on stealth than brute 
force. The farther you can make it without being 
noticed, the better your chances for surviving and com¬ 
pleting your mission. Don't make the mistake of thinking that the 
game has no action, though. We've already seen several scenes 
where our hero is fighting off multiple enemies at once—even a 
John Woo-inspired scene where Solid Snake fights off a 


''cloaked'' ninja (think of the Predator movies) with a 
machine gun! It looks simply unbelievable. 

All of us here at PSM are eagerly awaiting Metal Gear 
Solid like no game before, so you can be sure that we'll let 
you know as soon as more information becomes available. 


/ 

f 

, 


f 





s reported back in our December issue, Appaloosa is 
hard at work on yet another 3-D Contra game. 
Currently code-named "C," this new game is scheduled to 
be out in March 1998. Very little is currently known about the 


the Contra license (zero-for-one), we're hoping that this ver¬ 
sion of the classic game is closer to its 8- and 16-bit roots 
than the lackluster Legacy Of War. Here are some pictures of 
the new game at the 30% complete point: 


details of the 
gameplay, but so 
far it looks like 
Appaloosa will 
be once again be 
attempting to 
bring the series 
into 3-D. Given 
the company's 
track record with 



This shot is quite reminiscent of the 
amazing Contra 3 for Super NES. This 
screen looks curiously 2~D, though... 


A The explosions look nice— hopefully 
the gameplay has been improved 
along with the flashy graphics. 


This picture looks suspiciously like 
Appaloosa's last attempt at Contra... 
We can only hope for better results! 
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fter not hearing about the game the 3-D world is extremely solid and is looking 

since last year's E3 show, Eidos to be one of the best that Core has done yet. 

dropped by the PSM offices with a playable It still seems to be on track for a late first- 
version of Ninja this month. Very few of the quarter release, so expect a full preview in 

enemies have been put in at this point, but coming issues, as more information surfaces. 


hr 


i 





A This grant spider is only one of the many 
monsters that attack you in the forest. 



00000 


oooaooo jfjf 




\ : 


A More often than not, you will have to fight off 
several enemies at a time. 


A The ninja must stalk his prey through the river. 
Be careful not to fall off the underwater cliffs! 


A The weather effects are pretty inspired. You 
better hope the lightning doesn't fry you! 



§ r 

hiie we all knew the PlayStation was sell¬ 
ing well, we never really knew how well. 
According to numbers released by Sony, the 
PlayStation broke all estimates and sold over 
one million units between November 2 and 
November 29,1997. This marks the PlayStation 
as the first of the next-generation systems to 
break the one-million-systems-per-month barri¬ 
er, bringing the total amount of PlayStations 
sold in the U.S. to an amazing 6.38 million. 
I November's high number of sales is partly at¬ 
tributable to Thanksgiving day weekend, when 
sales were also record-breaking. While num- 
| bers weren't available at press time, Sony has 
stated that Thanksgiving weekend showed the 
I highest number of PlayStations sold in a single 
week ever. 

"We knew the PlayStation would lead the 
! competition in holiday sales, but explosive 
j growth in such a short period of time surpasses 
even our most optimistic predictions," says Jack 
Tretton, vice-president of sales at Sony CEA. 
"This milestone clearly demonstrates what a 




I * 


for console sales. With every retailer 
America continuing to report phenomi 
sales, ail indications point towards De< 


breaking results." 


bers, Sony also boasted that 5.14 million 
games were sold during the month 
November. This ratio of five games 
every PlayStation sold guarantees that in addi¬ 
tion to Sony, the third parties are going 
to be happy with this season's high |fl 
numbers, as well. It was, however, a 


most attention. The game is Final 
Fantasy VII , and it has managed to 


break the one-million mark since its 
release in September. 

If there's anything that all of these 
sales numbers can attest to, it's that the 
PlayStation is still building up steam. 
Congratulations Sony, you've earned it! 


HtjreV 




FFVH lived up to 
the hype, selling over one- 
million units since September. 


.Vi 


Jl: WaV®PL 1 


mm 


Nearly seven- 
million of these bad boys 
sold in the U.S., and still goin' strong! 









I 


the-minute information on 

•Y : - - - 


Don Traeaer, veteran offstilh 


Qi 


and easily surpass the numbers 


to put the Doom movie into produc 


team has already been assembled 
but no casting choices have beer 
announced at this time. 


Activision recently announced 
that it's trying to raise an additional 
$75 million with the private place- 


additional product development as 

. 

well as supporting its rather aggres- 
. , . . 
sive corporate acquisition program. 

; 

. - 

. . . “ 

Midway lias confirmed that 

the port of its arcade fighting game 
Mace has been canceled. There 
were evidently too many problems 
involved in translating the 3Dfx- 
powered original. Luckily, San Fran¬ 
cisco Rush is still scheduled to come 
out for PlayStation in the spring. 

(Continued on page 14 
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Y;f ust as we went to press, we found out that Fox Interactive 
gJH is quietly preparing a new game based on its recent movie 
Alien: Resurrection. The game will be a third-person action/adven¬ 
ture that places you in the military research ship Auriga. You must 
use one of five characters to blast your way through the ship and 
stop the evil Dr. Wren, who's trying to get to Earth to unleash the 


aliens upon mankind. Alien features 13 levels taken straight from the 
movie and promises to have both intense action and difficult puzzles. 

The game has a tentative release date of April '98. It's being 
developed by Argonaut, which is best known on the PlayStation for 
its last game, Croc. No screenshots are available yet, but well be 
sure to print some as soon as we get them. 


. 

fafc It 5 


A Here is the evil Dr. Wren, who's experi¬ 
ments could mean the end for humankind 


A It looks like Argonaut is going to try to 
include every part of the movie! 


A Ripley is cloned so that the scientists can 
breed an alien queen to use as a weapon. 


lectronic Arts has been kind enough to 
^ donate an NBA Live '98 jersey, along 
with several copies of Live '98 and its funk- 
adelic soundtrack, for us to give away! To get 
your paws on our loot, all you have to do is 
answer five B-Ball trivia questions. The Tie- 
Breaker Question will be the deciding factor 
between all of the correct entries. All entries 
must be received by March 1,1998! 


The Questions: 

1. Who hit the shot to clinch the 1997 NBA 
Championship for the Bulls? 

2. Who is the youngest player ever to play in 
the NBA? 

3. Who was Penny Hardaway's co-star in the 
movie Double Action? 

4. Who is the NBA's all-time leading scorer? 

5. Who led the league in rebounding in '97? 


PSM Online's own Jason 
Boor models our swank 
line-up of Live '98 prizes. All 
this could be yours 


PRIZES: 

First Place: One NBA Live '98 jersey, an NBA Grooves Video, an 
NBA Live '98 soundtrack, and a copy of the NBA Live '98 game. 


Ty. " ■ 


Second Place: One NBA Live '98 soundtrack and one copy of the 


Send your answers to: PSM's Live '98 Contest, c/o Imagine, 
150 North Hill Dr., Brisbane, CA 94005. Or, e-mail your entries 
to psm@imaginemedia.com, with "Live '98" as the heading. 


Third Place: One copy of the NBA Live '98 soundtrack 


s of lightguns. First, there is 
is compatible with games ty 


ct tnat is powered 
ire a shot, the top 
a real gun. This is 


types of guns if you wanted to play both Namco games 
and the other shooters...until now! Innovation Extreme 


nderwater swimming 
levels, weapons, arid 
older Bond films are 


Fox Interactive has acquired 
Gremlin's Aetna Spurs fine and is 




Speculation has been high on 
what Sony's plans are for its new 

product, the Netman, Ail that is 

. ■■ ' • - . ■ . ;■ v :. • 

known is that it Will he hand-held 
and feature connectivity to mobile 
phone networks. Many feel that it 
could be Sony's answerto portable 
gaming, although it may be a purely Y 
information-based system. What- 
ever it is, it’s not scheduled to be 
released until the year 2000. 


Campaigners in Europe have 
brought it to the government's at¬ 
tention that many of today's driving 
games do not promote safe driving. 
If they get their way, a "safe-dri¬ 
ving" warning label may have to be 
placed on driving games of suspi¬ 
cious content. Come on. 


Game industry research firm 
DFC stated that revenues from PC 
and console games will pass the $5 
billion mark in 1997. It also stated 


ever for interactive entertainment." 
As a companion to the report, DFC 
also published i ts predictions for the 
holiday's best games. Tomb Raider 
2 received top honors as 
"Best Overall Title." 
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Yaroze 


elcome back, Yaroze fans. Supposedly, this 
month we were going to have an interview 
with one of the more established Yaroze develop¬ 
ment groups, but that has been unfortunately 
delayed until our April issue. Still, the delay allows 
us to do a special feature that a lot of you been 
asking for. Since we started up this column, PSM 
has been bombarded with e-mails inquiring about 
the Yaroze. How much is it? Where can I get it? 
How much programming knowledge do I need? 
We thought we would take the time to answer 
some of your questions. Consider it a Yaroze Q&A, 


G: What exactly is the Net Yaroze? 

A: The Yaroze {pronounced "ya 
row zey") is a low-level develop¬ 
ment system that resembles a 
matte-black PlayStation. It was 
created to allow aspiring develop¬ 
ers a chance to develop their own 
games, without having to spend 
thousands of dollars on a profes¬ 
sional development system. 

G: How much does the Yaroze 
system cost, and what does it 
come with? 

A: The cost of the Yaroze is $750 
plus any applicable taxes. It 
includes basically everything you 
need to start programming, in¬ 
cluding the necessary tools and 
software libraries. Here is a com¬ 
plete list of the Yaroze development 
system contents: 

• Start Up Guide 

• Library Reference Manual 

• User Guide 

• Net Yaroze Boot Disc 

• Net Yaroze Software 
Development Disc 

• Access Card 

• Communication Cable 

• Net Yaroze Development System 
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latest Yaroze news and reviews 




sony.com. Unfortunately, there is no phone number 
set up at this time. 

Q: What are the hardware requirements for the 
Yaroze system? 

A: While the Yaroze works on virtually any PC or 






^ tt|B 

-• PS i _. m 


Km 


■ 




CD-ROM Drive: You must have at least a 2X speed 
drive (4X is recommended). 

Monitor: Any SVGA-compliant monitor. 

Software: MS-DOS Version 5.0 or higher, Windows 3.1 
or Windows. 95. For Macs: System 7 or higher. 

0: Is there much difference between a full-blown 
development system and the Net Yaroze? 

A: Well, considering that a Yaroze only costs $750 and 
a professional PlayStation development system costs 
several thousands of dollars, there are bound to be 
some major differences between the two. Mainly, the 
professional system has a much larger variety of tools 
included with it. This includes compilers, debuggers, 
and runtime libraries. Also, it has a much greater RAM 
capacity than the Net Yaroze, which allows for more 
robust game creation. 


Ram capacity? How doe 
development on the Yaroze? 
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,4 ► The Yaroze development kit comes 
with all the materials you'll need to start 
making your own games. Providing a 
computer and learning C and C++ is 
entirely up to you, however. 
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that affect game 


Q: m lere can I get one? 

A: Currently, you can only purchase the Yaroze through 
Sony Computer Entertainment America, as it holds the 
licensing rights. Simply go to the Official Net Yaroze 
site and fill out the application form. The URL is 
http://www.scea.sony.com/net/join.htm. if you prefer 
to e-mail your request directly to Sony or simply want 
more information, use yarozeinfo_scea@interactive. 


PowerPC, there are a few set minimum requirements 
needed for optimum performance: 

Computer: PC/AT compatible with 486DX2 MHz CPU 
or higher. Any PowerPC Macintosh with a copy of 
CodeWarrior installed. 

Hard Disk: At least 10 MB of space is required 
Memory: At least 4 MB must be available (16 MB 
is recommended). 


RAM is the main limiting factor in developing 
games on the Yaroze. The entire code of your pro¬ 
gram must be smaller than 1.5 MB in order to be 
able to be downloaded into the Yaroze's system 
memory. Aside from that 1.5 MB, you have 1 
MB video RAM and 0.5 MB sound RAM to 
work with. However, keep in mind that 
games such as Namco's Ridge Racer fit en¬ 
tirely into those memory constraints, so it's 

possible to make some relatively 
high-quality games. 

Q: What is primarily used to 
program the Yaroze, C or C++? 

While both programming lan¬ 
guages can be used, Sony rec¬ 
ommends using C as it tends to 
take up less overall memory 
space and CPU processing time 
than C++, in fact, Sony CEA pro¬ 
vides no support for developers 
using C++. 

That concludes this month's 
Q&A feature. Next month, 
we will finish answering the 
rest of your Net Yaroze-related questions in the 
second part of this Q&A feature. As always, tell us 
if you want to know more about a specific Yaroze 
topic, or if you've developed a game that you 
would like us to talk about. Just send us some e- 
mail at psm@imagine-inc.com. But 
don't forget to put "Yaroze Column" in 
the subject line! 



it when no one is around, or else you may be shot by a 
real gun. To give the gun a major one-up over the com¬ 
petition, it also comes with a foot pedal that is really 
effective for ducking in Time Crisis . You can use it as a 
pedal for other games. To add to the gun's re 
, to reload ammo you not only have to shoot off th 
screen, you have to pull back the top of the barrel as if 


IS’ 

; 




you were cocking it. It also features Auto-Reload and 
Auto-Fire, along with a program mode that lets you reas¬ 
sign the buttons. On top of its functionality and the 
mazing feel of the recoil, the Real Arcade will come in 
ariety of colors. The coolest color has to be the metal¬ 
lic, however—it actually looks like a real gun! This gun 
may be a little hard to find, but your local Electronics 
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Boutique and Babbages should have it. You can also call 
Innovation Extreme at (860) 395-3090. Our only com¬ 
plaint involves the extremely ugly package design and 
poor use of the English language in its instructions. 
Someone needs to take some basic grammar classes... 
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V Will Final Fantasy 
Tactics be one of 
Sony's last 
Square titles in i 
the U.S.? Most 
likely not. 


jwfffj hen Square first signed an exclusive 
ulSJ publishing agreement with Sony over a 
year and a half ago, PlayStation owners the 
world over cheered. Since that time, Sony CEA 
has had the right of first refusal to publish any 
Square projects that were released in Japan. 
Obviously, the relationship between the two 
has been mutually beneficial, resulting in major 
sales successes like Final Fantasy VII. 

Beginning this year however, this agree¬ 
ment with Sony has expired, and Square is 
allegedly shopping its wares around to a num¬ 
ber of different publishers. Eidos has already 


secured the rights to Final Fan- !(■ 
tasy VII for PC and is rumored f f-jy 
to be making bids on at least WjyH 
one of the 10 PlayStation titles ^Jj| 
Square has planned for this year. Fs 
Working Designs is also said to be " 
eager to get its paws on some of 
Square's products. Sony is also trying to 
negotiate for some of Square's titles, as 
well. Aall this, plus Square is said to be 
looking at potentially publishing some 
titles itself in the U.S. (something it has¬ 
n't done in several years). Hmm... 




Tekken 3 in time for Spring Break? 


if amco has been consistently 

* 

Ji,, quiet regarding the release of 
Tekken 3 on the PlayStation. Even 
when Japanese Namco officials have 
been asked point-blank about the mat¬ 
ter, they've declined to answer the 
questions of "When?" and "How?" 
Currently, inside sources at Namco 
have indicated that the game will be 
shipping sooner than anyone thought- 
early next year in both Japan and the 
U.S.I That release date is said to be 
aimed squarely at late in March. Let's all 
keep our fingers crossed! 


B ne of the story modes in Bushido Blade 2 iis rumored to be a battle 
between "sword-fighting schools." Along with the main characters, 
these stages have small ninja and support characters to hinder your advance¬ 
ment through the game. If you defeat the main characters, the support charac¬ 
ters appear to lend assistance in a fight. On stages where the support characters 
appear, the player controls the support character. If the support character Is 
defeated, the main character takes his place to fight. If the proper conditions are 
met, you will supposedly be able to use a support character from the beginning 
of a game, so you can enjoy that character's story. Sounds coo! to us! 


Even after you defeat the main guys, 
you'll still have your hands full with the 
interesting new "support" characters. 
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ources close to the project 
I have revealed that Metal 

Slug is being brought to the U.S. 
by Working Designs. The game is 
pure side-scrolling action, in which 
the hero runs through five different 
missions and takes out everything 
j in sight. Most of the levels are of 
the standard "ieft-to-right" route, 
but some require the player to plat¬ 
form-jump up a mountainside and 
a building. When we asked about 
I the rumor of a U.S. launch for 
Metal Slug , a Working Designs 
spokesperson commented: "We 
have no information on that." 

I 

l 
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ony is allegedly think¬ 
ing about giving its 
mammoth new racing game, 
Gran Turismo, a new title for the 
U.S. market. Exactly what the 
new name will be is unknown 
at press time, but Sony had bet¬ 
ter decide soon as the game is 
slated for a March release in the 
U.S. in other U.S. Gran Turismo 
news, Sony is rumored to have 
hit some licensing snags with a 
few of the Japanese car manu¬ 
facturers. However, we expect 
all of the red tape to be cleared 
up fine so that we can still 
expect over 100 different cars. 


Gran Turismo is one hot-looking racing game, 
and could just end up being the best racer of '98, 


"I've got my gun, my popsicle, and I'm 
headin' to on over to the good old US-of-A!" 
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Y'know, I've 
b een thinking; 
what we really 
f need around here is 
someone, preferably in car- 
i toon form, who can drop by 
and give us the latest dirt on 
the import PlayStation scene, 
straight from Japan. So, i put 
in a call to an old friend of 
mine, the most hard-core 
game otaku I've ever met— 
BANZAI CHIBI-CHAN! 


Check out these behind-the- - Ww&HEkL 

scenes pics from the recent 

filming of the Japanese A Claire's looking a litfle differ 
Resident Evil2 commercial! en '' !*§ «eain'tcomplaining! 




Wypsft 




Imm HADDAYA MEAN the Dual Shock Controller 
HKI1! costs $60?! Are you nuts? They're just $26 in 
Japan, ya JERKY!!! I oughtta come over there and... 
Whoops! Sorry, ya caught me chewin' out the local 
rubberneck import store. It's times like this I wish I 
was in Japan! I know a lot of you PlayStation otakus 
out there wish you were over there too, by the 
amount of e-mails you sent me about last month's 
jump to four pages. You just can't get enough 
Japanese game coverage! Oh well, if you can't be 
there in person, reading PSM is the next best thing! 


OOMO , 
FAmS-SAN! 
itL po mr 

. BEST! . 


A The commercial was a major a Horror movie legend George 
production, costing a million bucks! Romero directed iH-can't ya tell? 


Here's a few new tidbits on 
Sony's blistering-hot new ninja 
game! There are gan-yaku 
(pills) which restore your 
health, and a kagi nawa 
(hooked rope) for climbing up 
to those hard-to-reach areas. 
Also, you can pick up shuriken 
and use them again after 
throwing them. With some 
items, you have to consider 
where you are before you use 
them (like fireworks, which 
make a lot of noise). Also, you 


can deliver a critical, deadly 
blow from behind your oppo¬ 
nents! You can suddenly stab 
the enemy's heart, or jump 
onto your opponent's shoulder 


^ As Twisted as it Gets: The music, concept, and 
design of Matilda's upcoming horror-themed Pinball title 
Paranoia Scape will be overseen by the master of horror 
make-up and special effects, "Screaming Mad" George. 
His work includes such films as Poltergeist 2 and 
Nightmare on Elm Street 4, and he recently worked on 
the 30-second commercial for Resident Evil 2 with 
George A. Romero for release in Japan. The game uses 
3-D polygons, but with Screaming Mad George's twist¬ 
ed touch. You even get music from the likes of Ozzy 
Ozbourne! You control a skeleton angel, manipulating its 
bony "paddles" around to repel the blue burning brain 
(the pinball). Maybe this game wiil breathe some life into 
the otherwise dead pinball genre. And who better to 
deal with the dead than Screaming Mad George? 


As it those moves werent 
hard-core enough, you can 
even slit someone's throat 


(ninja sword)! The critical 
moves are brutal, with spout¬ 
ing sprays of blood! Gurg! 


A It's no-holds-barred violence in feudal Japan! 


Namco recently announced 
that it is working on a new 
arcade fighting game. It does¬ 
n't have a name yet, so Namco 
is asking Japanese gamers to 
suggest titles over the Internet. 
Namco is also asking players 
for ideas and opinions on how 


sponsible for the Tekken series 
and Soul Edge will be working 
on this new title. 

Kanako Arakawa, of Nam- 
co's PR department, explains; 
"We want to make a fighting 
game that reflects the ideas of 
everyday gamers. If we can 


► When fantasy and reality collide: An announce¬ 
ment was held on November 14 at the Century Hyatt in 
Tokyo's Shinjuku ward for Rebus, Atlus's Tactical RPG 
for the PlayStation. Director Yasuharu Okada (who 
worked on the Megaml Tensei games) and Yoshitaka 
Amano (character designer for the Final Fantasy series) 
are heading the project. Rebus centers around the civi¬ 
lization of Cartia and the magical Eden, and what hap¬ 
pens when these worlds of reality and fantasy collide. 




Details on the game are 
sketchy, but it looks to be the 
in the same vein as Soul Edge 
(Soul Blade), with 3-D weapon- 
based combat. In fact, the 
same development team re- 


be a hit!" Namco also asked 
gamers for ideas when it devel¬ 
oped Tekken 2, which sold 
more than a million copies for 
the PlayStation—so really good 
things could lie ahead! 


A Namco's new game sure looks like Soul Edge / 
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copies 


July 24; copies soid: 
weeks), 423, 241 total 


d September 25; 

754 (in last 2 weeks). 
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1 MINNA NO GOLF 

SCEI; released July 17; copies sold: 
51,858 (in last 2 weeks), 857, 161 total 

2. NAMCO MUSEUM ENCORE 

Namco; released October 30; 
copies sold: 32,822 


/I 8. 


Ill 


. BLUE KNIGHT VOTOMS 

Takara; released October 30; 
copies sold: 28,613 


RESIDENT EVIL: DIRECTOR'S CUT 

Capcom; released September 25; 
copies sold: 27,489 (in last 2 weeks), 
247, 627 total 


REAL POWERFUL PRO BASEBALL 
'97: SEASON OPENER EDITION 

Konami; released August 28; 
sold: 25,338 (in last 2 weeks) 

399,189 total 

MONSTER FARM 

Tecmo; released 
23,039 (in last 2 

FRONT MlSSIOi 

Square; released 
copies sold: 22, 

423, 624 total 

BLOODY ROAR 

Hudson; released November 6; 
copies sold: 22,544 

PARLOR! PRO 2 PACHINKO: 

REAL MACHINE SIMULATION 

Nihon Telenet; released October 30; 
copies sold: 21,688 


10. MOON 

ASCII; released October 16; copies sold: 
21,298 (in last 2 weeks), 68, 732 total 


©1997 TOKUMA SH0TEN Co., Ltd. INTERMEDIA COMPANY 


[at press tiie] 



TITLE 


PUBLISHER 


GENRE 


DATE 


Universal Nuts. 

Jungle Park.. 

Wizardry: Llylgamyn Saga. 

Ultimate Quiz: Answer Please... 

Choro Q Jet Rainbow Wings. 

Tour Party: Let’s Go on a Graduation Trip. 

Bad Mojo: Messenger from the Other Side of the Wall ... 

Brigandine... 

Collision!! Ski Battle.. 

Doki Doki Poyacchio.. 

Egg... 

Pox Junction. 

I'll Eat that Wonderful Box Lunch 2 or 3 Times__ 

Kattobi Chuun... 

Legend of the Sacred Dragon. 

Prism Court... 

Project V6.... 

R-Types... 

Spirit Summoner: Princess of Darkness. 

Tenant Wars... 

Tokyo 23rd Ward Uniform Wars... 

Ultraman: Fighting Evolution. 

We Can Only Love Each Other.. 

Wonder 3/Arcade Gears. 

Zutto Issho. 


Lay Up.....Adventure. 

Bandai Visual.Misc. 

Soliton Software,.... RPG. 

Ichikawa Soft Development..Misc. 

Takara..Racing... 

Takara...Misc.. 

Open Book 9003..Adventure.. 

Easely Staff.Simulation.. 

Aimax..Racing.. 

King Record....RPG.. 

Toshiba EMI.Simulation. 

Tripps...Adventure... 

Polygram....Simulation. 

Genki.Racing. 

Bap..Fighting.... 

FPS.Simulation.. 

General Entertainment.Simulation.. 

Irem Software Engineering.Shooting. 

Kodansha.RPG... 

Kid.Misc.. 

Map Japan.Adventure. 

Banpresto..Fighting. 

Coconuts Japan Entertainment.Misc. 

Xing Entertainment.Action.. 

Toshiba EMI..Simulation. 


2/5/98 

2/26/98 

2/26/98 

Mid Feb. 

End of Feb. 

End of Feb. 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 

February 



a 


Brigandine was one of my personal favorites from the Tokyo 
Game Show this past fall. It's a hexagon-based RPG, with 
dragons, elves, angels, spirits, and monsters. It has a lot of 
Japanese text, but for those who love RPGs, you might want 
to check Brigandine out. I've had my eye on this one for awhile! 


R-Types Is the game that natsukashii (nostalgic) gamers must have in their collection! 
It includes not only the original classic space-shooter R-Type, but also its sequel, R- 
Type If! Remember the great graphics and those crazy bosses from the arcade? Now 
you can enjoy these two classic games on your PlayStation! PLUS, R-Types contains 
a demo movie of the next chapter in the R-Type saga, titled R-Type Delta, which is cur¬ 
rently under development. This 3-D polygonal version has undergone a complete 
graphical change that will blow everyone away. Otanoshiminil 
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Chilli’s Terms 


Ossu! Paris-san has given me this space every month to teach you 
Japanese game terms, so you can get more information out of your 
Japanese magazines and games! This month, my terms center around 
translating product information. I hope these will prove useful! IkuzeH! 
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.taitoru.. 

...title 

. 

..mitei.. 

....TBA, undecided, 

s im . 

.kashoh.. 

...temporary name 



pending 

. 

.tsuushoh. 

...alias 

1 . 

.yotei.. 

....schedule 

BSffc. 

. ryakushoh..... 

...abbreviation 

MM . 

.getsumatsu . 

....the end of the 

. 

.taioh. 

...compatible 



month 

mmm . 

.kateiyoh. 

...for household use 

. 

.johjun. 

....the first ten days of 

a— h'. 

.haado........ 

...hardware, console 



a month 

mmmss . 

.shuuhen-kiki. 

...peripheral 

. 

.chuujun. 

....the middle ten 

i/y >JL. 

.janru. 

...genre 



days of a month 

. 

.hatsubai. 

...sale 

"Ft) . 

.geju. 

....the last ten days of 

0. 

.hatsubai-hi. 

...release date 

t 


a month 

... 

.hatsubai-chuu. 

...on sale now 

. 

.nennai. 

....within the year 

. 

.hatsubai-gen... 

...publisher 





IY1 IS SB *^********Aiiiii*iiiii*imui*u**i*uu*A***ui*iiuu* 




. nenmatsu.by the end of 

the year 

.ksihatsu.development 

.ka i h ats u-ge n.deve I ope rs 

.kakaku.price, cost 

...taishoh-nenrei ....rating (with 

regards to age) 

.fukusuu-purei number of players 

.chosaku-ken.copyright 

.memorii-kaado ...memory card 

#fi.yohryoh.,.,. . capacity 

. .taiken-ban.playable demo 


P3S§7u. 

. 

W&Sftp. 
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A Before you begin, you get to choose 
between three different ships. 




4 The effects of your Gunpod will 
change depending on its positioning 


A The scenery is beautiful, and the 
excellent music enhances the mood 
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Enhander 


his shooter had my vote for one of the best PlayStation 
games at the Tokyo Game Show this past September, 
"gunpod" armaments definitely make Einhan- 
dera lot of fun. The Circle button lets you change the posi¬ 
tioning of the gunpod to either above or below your ship. 
This helps out a lot, depending on your position with respect 
to the enemy's location. It's great for taking out those pesky 

bosses! Another cool thing about 
Einhander \s that it isn't always a 
flat, side-scrolling shooter. 
Some parts of the game 
switch to a 3-D perspective. 
This is the game shooter 
fans have been waited for! 



The ships 
resemble a 
wasp—and 
they sting, 
baby! 


A Einbandcr has a host of super-cool 
weapons, like this lightsaber. 


A At its heart, Einhander is all about fast, 
frantic shooter action—old-school style. 


A Because all of the graphics are full 
3-D polygons, the camera will shift. 



► The characters in the 
game certainly have 
their own are. 


YOU /V\£AN I 
GET TO DESIGN 
MY t'£/?y<?WV 
FIC3HTINC3 /WOVeS? 
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fter playing a fighting game, you know there 
have been times when you've said "that 
move would've been better if it was like this!" Wei! 

with ASCII's upcoming 3-D Fighter-Maker, you can finally ^- 

strut your stuff! You get 20 pre-made polygonal characters (sorry, ' 

you can't change their external appearances), and you can create their moves 
or even make up an original school of martial arts for them. Then you can try 
your character out in hand-to-hand combat! 

The fundamental method of creating the moves involves making the 
animation, then setting up the detailed parts of the techniques. 

You create the positioning of the character's head, arms, and legs. 

If you make the initial parts of the stance, the software will com- 9 

plete the animation. All that is left is setting up the speed of the If 

move, how the moves will be judged, and so on. In Test Mode you can % 
make further adjustments in order to complete the move. 

More than 10 kinds of martial arts styles are represented, so you 
know you'll have a lot of choices when it comes to building your char- 
acter. Well keep you up to date on how this one advances! JV 


nix has released the world's first "Dance „ 

— Battle" title for the PlayStation— Bust A Move: 

Dance and Rhythm Action. Think of it like Parappa, 

only with dancing instead of rapping (and you can S 4 

The battle heats up as soon as you press the MJat- HI 
dance buttons. More than 1,000 dance moves 

have been motion-captured! You can improvise (II Wmt mvmti) i a 
moves, as well. What's important is how 

graceful your moves are. As you get better Aliiplf 

and better, you can puii off combos. Then 

^^rltra-cool moves! The camera will rotate flaiJM|j 

like. Sometimes the camera will zoom in on just your 
character, putting you in the spotlight. This is your chance to prove your 
mettle.The camera will always try to get the best views of the ail the 
m ■ dancing. Show 'em you've got soul!!! 


A You can actually go in and move the mode! 
yoursel , to create your own fighting move! 


A Once you've created your own arse 
nal of moves, try them out in combat. 


A Does this game just ooze cheesy coolness, 
or what? You've gotta love its funky style. 


A Don't even think about stepping out onto 
the dance floor unless you're ready to rock 



► Gundam fans watch out—this 
game could be a very hot prospect! 




andai is currently developing the sequel to the 2-D 
fighting game Gundam the Battle Master. This title 
features four new Mobile Suits for you to try out: Z 
Gundam, Acguy, Hamma-Hamma, and Gubeley. The RX- 
78 Gundam and Nu Gundam models, which appeared in 
the first game, have been dropped for this sequel. Ail 
together, you'll have 12 Mobile Suits and Mobile Armors 
to choose from, along with a cast of new pilots as well. 
The quality of the graphics appear to have been upgrad¬ 


ed, and the battle system has vastly evolved. In the first 
Battle Master, if your weapon's energy was depleted it 
would be automatically restored. Now, once you've 

have to 


used up your weapon's energy, that's it! You 

: ■ 

resort to punches and kicks. Also, the dodging and 
defense system has radically changed. Each time you 
dodge or block a beam or missile, your physical strength 
will dissipate! These two major changes should defi¬ 
nitely heat things up. 
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Blade. You can clash against an 

enemy's weapon from the left, but 

continue toward the right for an m, 

attack! The precision of the motion- WL& 

capturing is much higher now, 

making for realistic game- 

play. Characters can run Tf 

much faster than before, jHim v . 

compared to the some- Y 

what sluggish feeling in 

the last game. The re- r 'J 
sponse to the controls is y / 
much greater, too. For 
example, previously, your char¬ 
acter would assume only one position when they fin¬ 
ished slashing. Now, depending on the angle in 
which you attack, your character has four different 
finishing positions that he will assume. 

Other improvements center around running and 
jumping. Characters can assume a low position while 
running with the sword, or have the point of the 
sword close to the ground, just like you see in many 
ninja movies. In fact, Bushido Blade 2 also has ninja! 
The jumping poses, height, and distance differ 
depending on which 
character you control. 

You can also avoid an 
enemy's sub-weapon 
either by jumping or by 
crouching down. 

Next month, we'll 
have even more news 
on this hot title, so be 
sure to check back! 


D hat's right, Square is doing 
Bushido Blade 21 At press 
time, it's already 50% complete, although 
no release date has been announced. 

The fighting system has evolved with 
even more realistic swordfighting, and the con¬ 
trols are being made much easier. Attacking now 
involves only two buttons! The X button is for 
attacks in which the blade is held hori¬ 
zontally, and the Circle button is used 
for making direct attacks by holding 
the blade in an upright manner. There 
are no block or parry buttons—^this 
time, the only defense is to block a 
strike with one of your own. 

One of the real plea¬ 
sures of the first game 
was in the close-in fight¬ 
ing. Just like before, who¬ 
ever taps the quickest will 
win when the two 
weapons are locked to¬ 
gether. One of the added 
improvements involves 
the condition of your char¬ 
acter's strength. If your 
character is weak, you can 
be pushed to the ground. 
Lots of different fighting 
stances are also featured, 
and it has combos, too. 

The system of motion 
has also greatly improved 
over the first Bushido 


4 locking blades has some new added 
strategy, like pushing your opponent over. 


' /v\y otaku > 

PRAYERS HAVE 
BEEN ANSWERED! 
THANK YOU 
SQUARE, 


yBpfY T* 4 The Shainto is the evil 
.fW organization that trained 
Gengoro, which he now 
leads. Jo and Kaun also 
belong to this faction. Their 
specialty is the iai (cutting down 
one's opponent and sheathing the sword/ 
all in one motion) stance. 


A The new control system should make 
BB2 much easier to get into. 


► The Meikyo-ryu (Sonorous Mirror Style) 
is the school of swordfighting that fights 
on the side of good. Kannuki, Takeshi 
Nafafsumi/ and Mikado belong 
to this school. Their specialty 
is the Nito-ryu (two-sword 
style). John Woo, anyone? mWSiitX 


A The double-sword action 
would make John Woo proud! 


A The game is being made to be much 
faster than the first (no sluggish running)! 


The vicious, cut-throat action of 
the first game is back, and looks 
to be more intense than ever! vs 



A The graphics look much the same 
as the first, with cool new arenas. 


MS 
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The game has three new main char¬ 
acters: Gengoro, Kaun, and Jo. 

a ..... 




students, but must since he 
owes Gengoro. Jo is the daughter of, 
peddler, who has some good throws 


A The mysterious 
Gengoro seems to 
be calling the shots 


A Don't let Jo's small 
frame fool you, or 
you'll get tossed! 


A Kaun does what 
he must to pay his 
debt to Gengoro. 
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Siynari, Italis! 

Well gang, it's lookin' to be that time. Time to bust a rhyme? No. Time to 
eat a lime? No. Just a short yasumi until next issue. I hope you've 
enjoyed visiting with Chibi-Chan. Chibi, do you want to say anything to 
the otakus out there before we... Aww, the poor feller's tuckered out! 
Well then, from both myself and Chibi, have a really great month! And 
be sure to let me know what you think of the section. Ato de ne!l! 
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e here at PSM want you to know that we take 
our reviews very seriously. Just like you, 
we've been burnt before by bad games (and these 
days, it ain't so easy to get the store to take 'em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional "five-star" ratings scale. If we give a game a 
full five stars, it's our guarantee that you can't go wrong 
with it, so go out there and pick it up! 


UJAAT 


RATINGS MEANS 







A PlayStation classic that no fan should be with¬ 
out A can't-miss game, no matter who you are! 

A really well-done game. If you're a fan of the 
genre, you should definitely check this one out 

A pretty good game. It has its share of rough spots, 
but some redeeming qualities, as well. 

Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 

Don't even make eye-contact with this one—it's 
not worth a second of your time. 



Publisher Working Designs Developer Matrix Software 

Type Action/RPG Players t Rating K-A Discs 1 


I 111 frh Raystorm under its belt, Working Designs has finally released 
^ 1 a game more true to its roots, an RPG. But unlike most other 
RPGs on the PlayStation, Alundra's main focus is on action, in step more 
with Genesis' Landstalker than Nintendo's Zelda, Alundra owes a lot of 
its gameplay and control to the former. Countless mazes and puzzles are 
contained within intricately designed dungeons and landscapes. Rarely 
has an action-RPG required the gamer to possess above-average arcade 
skills. With Alundra , you'll most likely find yourself camped 
out on the couch attempting to solve riddles and puzzles jr rrr ; » 
that range from slightly difficult to thoroughly rigorous. 

The variety and range of tasks always keep gamers Mfp fi»gy 
thinking and acting in a methodic fashion, which pro- 
vides a challenge not found in most games. And it's for || 
this reason that Alundra provides a refreshing change 

The game's story provides an interesting backdrop to 
the action, and Working Designs has included just Hfe:. 
enough humor and character development to incite HR|F Jit! 
interest in all the game's events. Alundra is centered HjT 
around the adventures of a young boy of the same 
name. The land he travels to has become plagued with 
despair and death in the form of dreams. His inborn tal- iBfigHig 
ent of being able to "enter" dreams places him in an 


4 Alundra packs a lot of depth and is definitely not a 
game to beat in a few days. Prepare for a long journey! 


is unusual for most Working Designs translations, but it works well and never interferes with the real thrill of 
Alundra— action and discovery. For every big task or maze that is completed, you'll receive new items that allow 
you to further your exploration of the game's massive landscape. For instance, after defeating a certain boss, you'll 
obtain some equipment that gives you the power to navigate the waterways of Alundra's world, opening up new 
areas and giving you access to otherwise unobtainable items. This is more than enough motivation to see what 
lurks next in Alundra's future. 

The graphics and soundtrack for the game may at times seem somewhat uninspired, compared to the flashy 
vv : jU . 3-D visuals and mammoth orchestral compositions of more 

recent RPGs on the PlayStation. However; Alundra's 
stf ength lies in its incomparable gameplay and challenge, 
which stands as a true testament to the game's real appeal. 

MgBSBM Providing a truly refreshing change of pace to the one-but- 

ton control of other standard RPGs, Alundra is a solid title 
that demands as much skill and time as involvement. Hats 

■■ Tjs 1 . 1 ]JU&[y ' 

off to Working Designs for picking it up. 




In addition to the translation. Working Designs has 
also completely overhauled the intro, adding some high 
ly polished animation and digitized game sequences. 
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Micro Machines V3 

Publisher Midway Developer Codemasters 
Type Racing Players 1-4 Rating K-A Discs 1 



■Mm 


A Micro Machines V3 may not be a Formula 1, but it does 
have a great multiplayer mode. 


he original 16-bit Micro Machine games were 
splendid examples of gameplay over glitz. 
They were solid little multiplayer racers, and any expe¬ 
rienced gamer will tell you they're some of the best 
games ever made. Thankfully, developer Codemasters 
has stayed true to the game (pun intended) with Micro 
Machines V3, 

Gameplay is very simple: you drive a toy vehicle 
around a top-down track, racing against the computer 
or your friends. The toys you're given range from 
speedy cars to speedy boats, with the occasional pro¬ 
jectile-spewing tank thrown in for good measure. The 
vehicles handle as little toys would—they're fast and 
loose and a ton of fun to drive. The absolute control is 
a little strange to get used to, especially when your car 
is pointed "down" the screen. But once you've got it, 
the control is sweet. 

Micro Machines V3 has a wonderful, humorous feel 
to it. This is especially evident in the tracks, which take 
place on table-tops, in ponds, and in other small places. 
Jumps are made from things like cheese wedges, and 
you could find yourself driving through a pipe or up a nar¬ 


row ruler at any given time. The courses can be pretty 
difficult when the tracks get narrow, especially when 
they're right along the edge of a table. 

The one-player game is pretty good, but the two-play¬ 
er version is where Micro Machines V3 really shines. The 
object isn't only to win the race, but to continually stay 
ahead of your opponent. If they should fall behind, you'll 
get a point. Of course, foul play is encouraged, so go 
ahead and run 'em off the table! 

Micro Machines' only real drawback is that it can get 
to be a little too cute for its own good. The graphics are 
dean and crisp, with little texturing, and the control is 
spot-on, but at the end of the day you are just driving 
toys. If you can get past that, it's a great little game. 

► The graphics are crisp and clean, with no texturing 

► The music works, but it won't make the hit parade 

► The cqncept is sd perfect, it's almost zen 

► I'Ll PLAY IT WITH THREE DF MY FRIENDS 

PSM Final Score: 

Add this one td your list of party games 
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Emitter a lukewarm start on PlayStation, EA Sports 

IB.. rallied with strong versions of all its important 

franchises, including Madden, NHL, and NBA Live. The 
one game that never really made it to the next level, 
however, was FIFA... That is, until now. 

FIFA '98 starts off on the right foot with one of the 
best opening sequences ever seen in a 
sports game. It follows with an extremely 
jKf solid, comprehensive, and enjoyable soc- 
cer experience. Gone are the awkward 
iL- os controls and choppy animations of past 
-^ incarnations—in their place is a deep 
M p 4 5 set of authentic moves and strategic 

wE options that are easily accessible 

# m with intuitive commands. FIFA '98 
, Jfafe. also boasts some outstanding 

graphics and player animations that 
TB^fBk give the entire game a more polished 
MV feel than last year's offering. Where it 

If fs does suffer just a little bit is in the 
%. gameplay's generally slow pace. The 

% action is never so slow that it really 
hurts the gameplay, but the occa- 


. ' 


■ - ■ ■■ ..i 
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A For soccer fans, Midway's FIFA '98 is going to be the 
best bet in terms of realistic gameplay. 


AC ; M ils it 



► I'll play It until 


PSM Final Score. 

FIFA FINALLY GETS UP TO SPEED 


sional lagging and slow-down suggest that the game is 
butting up against its speed limit. That's never a com¬ 
fortable feeling for a player. 

Despite its sometime sluggish nature, FiFA '98 is 
better than average in almost every category, making it 
easily one of the best soccer games available for 
PlayStation. The only game that rivals it, and at times 
still surpasses it, is Konami's Goa! Storm. What FIFA 
'98 does have over Goal Storm is an amazing store of 
options in the form of authentic teams and 
good coaching strategies, and realistic tournaments, 
complete with simulated results from around the 

I I f*" At .4 I 1 I p. II ■ f i r 


AutD Destruct 

Publisher Electronic Arts Developer Neurostone 
Type Auto Combat Players 1 Rating T Discs 1 

MT2S| icture a city-based Spy Hunter, and you've got 
BUWi a good idea as to what’s involved in Auto 
Destruct. Set in a not-too-distant future San Francisco, 
you play as a one-person, one-car mercenary, and 
you're depending on your car’s speed and firepower to 
stop an insane cult leader. 

The game is spread across many different missions, 
which range from locating and disarming bombs to an 
all-out skirmish with helicopters, tanks, and even police 
cars. A tremendous amount of weaponry for you to pick 
up is stashed in crates hidden within the city streets. 
Thankfully, a great navigation radar and helpful radio 
contact tells you where you need to drive and what you 
need to do. 

It's a good thing the designers turned off the collision 
detection in the small obstacles like parking meters and 


trees. After all, it could get really annoying to keep bash¬ 
ing into these things as you're speeding down the 
streets to your next objective. Unfortunately, water is a 
different matter—touching even the smallest pond will 



▲ A really fast car with side-mounted machine guns and 
heat-seeking missiles? Sign me up. 


end the mission. It's pretty irritating to go through a 
huge, elaborate mission only to have it abruptly end 
when you take an unexpected dive into the drink. 

Despite the solid design, Auto Destruct doesn’t have 
too much personality, or anything to really differentiate 
itself from the other "cars with weapons” games out 
there. It's a standard PlayStation title with standard 
PlayStation graphics and rudimentary game design. The 
game designers milked all the possibilities available for 
missions, but to keep it going many of them use objec¬ 
tives that appear in earlier levels. That being said, how¬ 
ever, Auto Destruct is a decent take on the popular car 
wars theme, and it's pretty darn satisfying watching 
those cars and helicopters blow up. 


► The graphics are reminiscent df Twbieb Metal 

► The sounds groove with tunes frdm the 70s 

► The concept is nothing new, but is decently extended 

► I’Ll PLAY IT UNTIL I KM THAT EVIL CULT LEADER 

PSM Final Score: 

It's another car combat game that makes it's own mark 
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Nagano Winter 

Olympics '98 

Publisher Konami Developer Konami of Japan 
Type Sports Players 1-4 Rating K-A Discs 1 


K 


onami's International Track & Field was a lot of 

_P fun, so we expected its follow-up to be of stellar 

quality. And for the most part, Nagano is. It has all the 
elements to make it a top game, although a couple of 
minor problems could have been improved upon. 

Nagano offers 13 different events, including downhill 
skiing, speed-skating, bobsledding, the luge, ski-jump¬ 
ing, and the unusual curling—a sort-of "darts on ice". 
The variety among the events is great, so the game can 
provide a fun experience for pretty much everyone. 
Control-wise, Konami has moved on from button-mash¬ 
ing, as each event employs a different style of control. 
Some events only require one or two buttons, while 
harder events like ski-jumping use the whole joypad. 

The benefit of this approach is that each event now 
takes longer to learn and master, which does wonders 
for the game's overall replay value. The bad side is that 
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A From skiing to speed-skating, Nagano has all the winter 
Olympic sports you could hope for. 


the controls are now difficult to master. One of the high 
points of Track & Field was that anybody could jump into 
the game and decently compete. Everything was 
straightforward, like an arcade game. Nagano seems to 
lean a little more towards a simulation game. 

The controls are not the only thing Konami changed. 
First off, the graphics are much better. All of the cours¬ 
es and competitors are polygonal and look great, which 
helps convey the feeling of true participation. You may 
notice some polygon seams from time to time, but this 
isn't a serious problem. The camera is also worth noting, 
as it is extremely well executed. It manages to give the 
game a televised feel by using different viewing angles, 
yet it never interferes with the gameplay. 

Nagano is a worthy successor to the Track & Field 
crown. It's unfortunate that the controls aren't that intu¬ 
itive. The overall game speed is also slightly slow, which 
could be the fault of the console rather than the game. 
Still, you will have a lot of fun playing through the winter 
Olympics with a couple of friends. 


► 

► 

r- 


The graphics have been greatly upgraded 
The music doesn't add anything to the game 
The concept has been taken in a different direction 
I'll play it dff and dn with Track 8 Field 

PSM Final Score: 

A WORTHY SEQUEL TQ TRACK 8 FIELD 




A If action's what you're after. One's got it. But if you're not 
up on your platform-jumping skills, prepare to die—often. 


jp* \ remember Contra? Once the meat and potatoes of 
1 V f the 16-bit crowd, the adrenaline-tapping genre of 
"run-and-shoot" action games led by Konami's side¬ 
scrolling blaster was yet another casualty of the 32-bit 
uprising—swept under the carpet and seemingly forgot¬ 
ten for good. 

So, when ASC Games announced its latest project, 
One, gamers sat up and took notice. Its goal? To bring the 
genre out of hibernation and spruce it up for life in the late 
'90s. And while One does possess many of the trade¬ 
mark qualities of the genre we knew and loved, it's evi¬ 
dent that the developer didn't get the formula quite right. 

At the outset, One seems to have everything going 
for it. The game's brilliant graphics, superb sound effects, 
and, most importantly, almost inhuman amount of on¬ 
screen action can't be denied. And being an action game, 
it delivers on its namesake thoroughly, offering vast lev¬ 
els brimming over with relentless enemies. Coupled with 
the innovative Rage Meter that acts as both a life-bar and 
power-up system, it would seem that One could do no 
wrong. Or could it? 

While focusing on filling One with intense sights, 
sounds, and action, the game's developers failed to real¬ 
ize one important fact: precision platform-jumping, while 
trying to deal with scores of enemies, projectiles, and 
screen-filling explosions, just doesn't work. And while 
making it though an entire level only to fall to your death 
might pass for a platformer, it has no place in an action 
game. Unfortunately, it's a situation that pops up all too 
early in the game. Combined with touchy control, the 
frustration factor will quickly go through the roof for all but 
the most patient of gamers. 

Although One might not succeed at being the 32-bit 
era's answer to Contra, It does hold enough action, inno¬ 
vation, and personality to warrant a close look from most 
gamers. Die-hard fans of the genre, on the other hand, 
might want to save their pennies for the real thing. 

► The graphics are tdp-ndtch 

► The music is '80s action fuck fare 

► The concept shouldn't have been tampered with 
I'll play it until I get tired df dying 






ITS SHARE QF SPEED BUMPS 


Developer Visual Concepts 
Publisher ASC Games 
Type Platform Players 1 
Rating T 


> - 


Tennis Arena 


Publisher Ubi Soft Developer Smart Dog 
Type Sports Players 1-4 Rating K-A Discs 1 


C 


| onsidering the status quo, it's no surprise that 
Tennis Arena can already lay claim to the title of 
the best tennis game for the PlayStation. Of course, the 
fact that Tennis Arena is a credible tennis game doesn't 
mean it's an instant classic by any means. In fact, the 
graphics in other PlayStation tennis games are arguably 
more attractive than those in Tennis Arena. But for the 
most part, the graphics are functional—the only real 
complaint being that the ball is occasionally difficult to 
discern in the far court. Though the movement of the 
players isn't really quick or fluid, the game isn't irritating¬ 
ly sluggish, either. Ail in all, Tennis Arena looks and 
moves well enough for its purposes. As for the sound, 
the grunts, groans, and exclamations are funny at first, 
but they get repetitive and annoying pretty quickly. 

In terms of gameplay, Tennis Arena offers a selection 
of eight characters and a choice of courts located 
throughout the world. It doesn't have a license, so no 



A Tennis Arena offers you superb control over your shots. 


real-life players or arenas are featured, in fact, gameplay 
is definitely weighted more towards arcade than simula¬ 
tion, offering the likes of a sumo wrestler player and spe¬ 
cial shots like the "Super Ninja Shot Forehand." 

The basic play mechanics of the game are really 
quite good and would have served admirably for a 
straightforward tennis sim. It has a nice selection of 
shots ranging from lobs, to backhands, to powerful fore¬ 
hands, with all of the incremental shots in between. You 
can even put topspin or backspin on the ball, and control 
left or right spins. Choosing which shot to take on the fly 
and determining how much spin to apply, or dare to 
apply, is easily the most satisfying aspect of the game. 
Depth-wise, the Al is sufficiently challenging to keep sin¬ 
gle players entertained. Doubles play is also a nice 
change of pace, but as in most sports games, the real 
fun comes in multiplayer mode. 

As a whole, Tennis Arena may not wow anyone by 
being the next great title in console sports games, but it 
offers a lot of nice elements for someone interested in 
playing a tennis videogame. 

► The graphics are more functional than attractive 

► Sounds uke ydu should turn the volume down 

► The concept still has room for improvement 

► I'll play it td relax from real sports games 

PSM Final Score: 

The best tennis videosame out there—by default 
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Lade Runner 

Publisher Natsume Developer Presage Software 
Type Action Players 1-2 Rating K-A Discs 1 

D f you like to consider yourself any kind of 
gamer, then you've at least heard of Lode 
Runner. A classic title from the old Apple I! days, Lode 
Runner was a deceptively simple action game that 
required quick thinking and a chess-like ability to plan 
ahead. Little has changed for the PlayStation version, 
but that's a good thing. 

You control a man (the runner) on a 2-D plane filled 
with platforms and ladders. Scattered around the plat¬ 
forms are gold coins, which you must pick up to move 
on to the next level. You're being chased by bad guys 
whose only aim is to end your life. Your only weapon is 
your flame thrower, which you use to burn holes in the 
ground. You can't burn your pursuers, but you can lure 
them into the holes, which will close on them. You'll also 



▲ The two-player mode is probably the best part of 
Natsume's Lode Runner. 


have to open holes to get to buried gold. Simple, huh? 

The PlayStation version of Lode Runner is actually 
two games in one. The first part, The Legend Returns, is 
based on the previously released PC title from Sierra. 
The second part, Extra, continues where the PC version 
ended and is quite a bit more challenging. Basically, you 


get a ton of levels that have never been seen before. If 
you ever do manage to completely finish the game, 
Natsumi has also added a Construction mode that lets 
you design your own levels. You can save your master¬ 
pieces to a memory card and see how fast your friends 
can complete them. 

Granted, Lode Runner may not appeal to every 
gamer, as the graphics are extremely low-end and the 
gameplay is less than simplistic. Still, it's pretty addictive, 
and the two-player mode can get extremely competitive. 
This is a worthy title if you are a fan of nostalgia or are 
simply looking for a decent party game. 

► The graphics aren't going td win any awards 

► The music sounds like a Tarzan film 

► The concept is tried and true 

► I'll play the levels 1 designed myself 

Final Score: 

A FUN GAME, BUT YDU WON'T PLAY IT FOR VERY LONG 




Reel Fishing 


Publisher Natsume Developer Natsume 

Type Fishing/Sports Rating K-A Players 1 Discs 1 



A Catching a bucket-full of these crafty fish sometimes 
requires more than a little patience/ and a lot of luck. 


D ariety has been the spice of life for PlayStation 
owners lately, and the release of Reel Fishing 
from Natsume offers even more diversity to the sys¬ 
tem's library of games. While fishing titles such as this 
will initially appeal to a select group of players, a well 
made game in any genre can present an enjoyable alter¬ 
native to the standard action shooter. 

Reel Fishing, unfortunately, is not polished enough to 
be that kind of crossover game, but it does give 
videogame anglers a PlayStation title to call their own. 
The key to this game is the sheer number of options that 
players can choose from. At each fishing hole, a com¬ 
plete tackle box fuli of lures, baits, hooks, and poles, 
gives the feeling of control over exactly what happens 
during each cast. 

The graphics and sound recreate the quiet solitude of 
a weekend fishing trip in the mountains excellently, but 
the serene setting belies the battle that soon takes place 
underneath the water. Luring a fish to take the bait is par¬ 
ticularly easy, but reeling them in is a monumental task 
that will assuredly cause frustration. Those who enjoy 


NBA In The Zone '98 

Publisher Konami Developer Konami 
Rating K-A Genre Sports Players 1-8 Discs 1 



hen ITZ2 came out, PSM was only an evil 
thought in a publisher's mind, but that didn’t 
stop us from dropping whatever we were doing to join 
in hundreds of head-to-head games. For that reason, 
there wasn't a hoops game around that we looked for¬ 
ward to more than ITZ ‘98. And while the challenge 
games will continue, for the most part ITZ'98 is a bit of 
a disappointment. 

The promise of ITZ ‘98 was to add some realism to 
an incredible arcade game; the reality is they've added 
some stats, plays, and options. Admittedly, the extend¬ 
ed stats, create-a-player, and on-the-fly play calling are 
nice additions, but what remains is essentially the same 
game as last year. Again, the one-player game is virtual¬ 
ly non-existent, since anyone who has played ITZ at all 
will demolish even the hardest difficulty. The developers 
did tone down the alley-oops and three-point shooting, 
not to mention getting rid of the slow-motion passing. 



However, the gameplay has taken a 
for the worse. The new cam- 
isn't as tight on the players, 
'hieh takes away from one of last 
year's biggest strengths. Defense 
consists of constantly 
mashing the steal button until 


.i Though it's til! the best two-player hoops games on the 
PlayStation, ITZ '98 did little to improve on last year's game. 


angling will be used to the patience required for catching 
fish, but even they may find the learning curve in Reel 
Fishing a little steep. 

Once players accomplish the daunting task of bring¬ 
ing a fish to shore, they can bring it to a live-well, and 
raise it in an almost Tamagotchi- type fashion, making 
sure to keep it fed from time to time. Also, fishing tips 
can be acquired from a wise old sage, who sounds help¬ 
ful but really offers little valuable advice. 

Like all niche games, the detail and difficulty of Reel 
Fishing will be appreciated by the core audience who is 
interested in fishing, but for the average gamer, those 
same traits will make the title a frustrating bore. 

► The graphics are lush and organic 

► The music gets ydu in the mdqd for fishing 

► The concept will only appeal td a select few 

► I’LL PLAY fT WHEN I CAN'T GO FISHING FDR REAL 

PSM Final Score: 

A SOLID SIMULATION THAT DNLY TRUE ANGLERS WILL ENJOY 



you knock one free, and offense is an exercise in keep- \ 
away until you get a lane to the basket. In addition, with j 
the three-pointers and shooting being more realistic, | 
there is no longer a reason to do anything but dunk. And | 
going into the lane for dunks results in an exorbitent I 
amount of fouls that is likely to leave five or six players a I 
game fouled out 

Any sports gamer knows that the PlayStation is the 
only place to get the best sports games, but as of yet, 
basketball has still not lived up to the hype. NBA Live '98 
is still the best choice, and ITZ '98 remains the best 
arcade-style game. But unless Shoot Out'98 lives up to 
its billing, it will be another fruitless winter for PlayStation 
hoops fans. If it makes you feel any better, those other 
systems can't even compete with any of these games. 


► The Graphics are top notch 

► The Music is Japanese Gangsta 

► The Concept is fast-paced 

► I'LL PLAY IT AGAINST A FRIEND 


Final Score: 

Still short dn simulation, big on arcade! 
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Dragon Ball GT 
Final Bout 

Publisher Bandai Developer Bandai 

Type Fighting Rating K-A Players 1-2 Discs 1 

R9| ragon Ball GT marks the first time a Dragon Ball 
ISSJI game has appeared on U.S. shores, and we are 
none the better for it. 

The cast of 17 polygonal characters (nine of which 
are hidden) actually resemble their anime counterparts 
very closely. Unfortunately, the animations are extreme¬ 
ly lacking and make the game look more like a flip book 
than a console title. The 2-D backgrounds are bad as 
well, allowing no personality for any of the levels. The 
camera also moves poorly, jumping back and forth 
around the stage rather than smoothly transitioning. In 
some instances, your opponents aren't even on the 
screen! You have to fight them by guessing where they 
are, which is simply unacceptable. 

If anything should be perfect in a fighting game, it's 
the controls. Gamers need split-second response times 



A You can play as your favorite Dragon Ball characters, but 
why would you want to embarrass them that way? 


to block and attack. Sadly, you will find none of that tight 
response here. Planning your attacks way in advance is 
a necessity, as they execute long after your button 
presses. It's like watching a movie, where your com¬ 
mands have no effect. 

Are there any high points to Dragon Ball GT? Yes, the 
countering system is rather unique and is a decent 
attempt at adding depth to the gameplay. As a character 
starts to release its ultra-powerful "Meteo" attack, you 
have the option of either absorbing the energy blast or 
countering with a Meteo attack of your own. As the two 
energy beams collide, you must rapidly push your attack 
buttons to make your blast powerful enough to destroy 
your opponent's. If you fail, the other blast will take you 
out. This is somewhat cool, but it's a very shallow high 
point in an otherwise poor game. 

The fighting game genre is extremely packed, and 
there is simply no room for sub-par titles like GT. It just 
makes us sad that games like this get released in the 
U.S., while amazing games like Tobal 2 are left behind, 

► The graphics look good but move poorly 

► The music is straight anime-style 

► The concept is sd bad it hurts 

► I'll PLAY IT ONLY IF I AM BLIND 

PSM Final Score: 

One of the worst fighting games ever created, bar none 




Publisher THQ 
Developer Revolution 
Type Graphic Adventure 

Rating T 

Players 1 Discs 1 


A The detail in Broken Sword's environments is amazing 
example of what cannot be done with polygons. 


T he list of point-and-click graphic adventures is fair- 

_ J ly short for the PlayStation. It includes Discworld 

One and Two , Chronicles of the Sword, and Silverload. 
Compared to those titles, THQ's Broken Sword fairs 
quite well — although this genre is tricky to judge. 

in Broken Sword[ you take on the role of George 
Stobart, an American tourist in Europe who gets caught 
up in a centuries-old international mystery. The storyline 
is deeply based in history and is fairly interesting. As the 
plot develops, George will make several friends and 
quite a few enemies. His biggest ally is in the form of 
Nico, a sexy female journalist from Paris. With her help, 
George travels Europe in search of clues to a murder that 
occurred in Paris, but the dues will actually lead them to 
a much larger conspiracy. The majority of gameplay 
revolves around simple and complicated puzzles, but you 
will also have to talk to a ton of people. 

Graphically speaking, Broken Sword looks really good 
and has its own unique style. Each of the scenes are 
intricately drawn and bring you into the world surround¬ 
ing the adventure. The framerate on the animation is 
very slow and looks somewhat choppy, however. This is 
the game's major down point. You'll be doing a lot of 
waiting for characters to act out the commands you give 
them, and the loading time is sometimes torturous. If 
you're patient, however, then this can be overlooked, as 
the story is the most import factor in point-and-click 
games. One of the stronger points is the seemingly end¬ 
less supply of dialog. Everything you click on and every¬ 
one you talk to has some form of voice acting attached 
to it, the variety and quality of which is very impressive. 

Overall, this game won't fair very well compared to 
some of the other killer games on the PlayStation. 
Compared just to the other graphic adventures, it fairs 
very well, as it has a solid storyline that you can really get 
into. If you are into the kind of gameplay that Broken 
Sword offers, then this is hands-down the best choice. 


m 1 HE GRAPHICS ARE WaL DRAWN AND HAVE A CARTOONY FEEL 

► The music is appropriately cinematic but is a little subtle 
The concept is your standard interactive cartoon 

jfe I'll PUW IT UNTIL it's FINISHED 


Ray IracBP 

Publisher THQ Developer Taito 

Type Combat Racing Players 1 Rating T Discs 1 

B ay Tracer is almost a good game. It crosses the 
racing style of Rage Racer or Tokyo Highway 
Battle and the crash-and-go mayhem of a combat racer 
for an a I most-innovative game idea. Ray Tracer has all 
the ingredients for a good time—crisp graphics, nice 
music, good control, two modes of play, and good 
gameplay—but 30 minutes after you start, the game just 
leaves you feeling hungry for something more. 

You can choose from four cars, with hidden cars 
unlocking as you play. However, despite their different 
colors and somewhat different driving response, they're 
all basically the same. The driving physics will be instant¬ 
ly familiar to racing fans, and despite a lack of analog 



, Unique Anime-style bosses like these racing tanks give 
Ray Tracer some graphic flair. 


support, the control is dead on. A variety of racing sur¬ 
faces like grass, sewer tunnels, and railway tunnels pro¬ 
vide nice eye candy, but ultimately they aren't dissimilar 
enough to really challenge your driving ability. 

In combat mode, you slam into other cars for points 
as you race the clock to the end of the road and a final 
boss. Initially, the combat is a lot of fun, but it barely 
masks the mediocre track design and gets tedious 
quickly. The tracks themselves are mostly straight¬ 
aways, with occasional curves or turns. Periodic road 
blocks like stacks of lumber or construction drums dare 
you to drive through them for points, but they don't real¬ 
ly impede your progress. Once you realize this, you 
might want to skip the combat so you'll have enough 
time left to beat the boss at the end of the track. This 
leads you to the other game mode, Time Attack. In Time 
Attack, you race an opponent for first place. But ironical¬ 
ly, without the combat thrill, Ray Tracer loses most of 
what distinguishes it from other driving games. 

The tragedy of Ray Tracer is that it comes so close to 
being a worthwhile addition to a gamer's library. With 
more creative track design, and a wider variety of places 
to go, cars to drive, and things to run down, Ray Tracer 
could easily have been a four-star game. As it is, the 
game is just a hint of what could have been. 

► The graphics ldok great 

► The music encourages ydu to play 

► The concept wasn't taken far enough 

► I'll PLAY IT FOR HALF AN HOUR 

PSM Final Score: 

A QUICK BIT OF FUN, BUT IT CQULD'VE BEEN MUCH BETTER 
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: Sony CEA 
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Qriginal Score! oooo 

New Scohe! OO 


Car combat at its finest— Twisted Metal was an innova¬ 
tive title with some very unique gamepiay elements. 

I Basically, you chose between 12 different vehicles, 
each with its own unique weapons and abilities. You 
were then placed into an enclosed arena, where you 
to destroy any vehicles you encountered. 

Aside from Activision's upcoming title, Vigilante 8, 
no games like Twisted Metal have been published since 
the PlayStation's release. The concept of one-on-one car 
combat is still cool, and the two-player split-screen 
option just adds to the charm. With so many vehicles 
and so many weapons, gamers will still get quite a bit of 
enjoyment out of Twisted Metal. Pick this one up if you 
find it at a good price; otherwise, pick up its sequel, 
Twisted Metal 2, which takes all the classic gamepiay 
and adds better graphics and more secrets. 







core! OOOO 1/E 


Original 

New E 


WipeOut was a truly revolutionary game when it first 
got released. The graphics were amazing, the sound 
was top-notch, and the concept of hover-vehicle racing 
was executed beautifully. The controls were dead-on, 
as well. After choosing between four different vehicles 
(split up into two different race classes), you could race 
on six different tracks loaded with jumps, sheer drops, 
and steep turns. It even had a link cable mode. 

Today,. WipeOut is still one of the best racing titles 
available. The graphics, while a little dated, still hold 
their own; the soundtrack is still light years ahead of the 
competition; and its track designs have yet to be sur¬ 
passed. this one's a solid title that deserves to be in 
every PlayStation owner's collection. Even if you 
already have the sequel, WipeOut XL, you should still 
pick this one up. It is just too good to be left behind. 


j:. 
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ESPN Extreme Games is a testament to bad design. 
Basically, it was a racing game, but you could choose to 
ride on skates, a street luge, a skateboard, or a moun¬ 
tain bike. Each of the six different tracks contained haz¬ 
ards that you had to dodge and gates you had to pass 
through. Going through a gate awarded you with extra 
money to spend on your equipment. You could also 
"attack" other competitors with punches and kicks, 
just like in E.A.'s Road Rash series. 

Currently, there are not really any games like 
Extreme Games , and gamers should be thankful. It 
seems Sony just took a bunch of ideas from other 
games and combined them to make this one. The 
tracks are generic, and the two-player mode is simply 
boring. It would have be better if Sony had just released 



a Skate or Die clone; at least that would have been fun 


Original Score 

New 5 caw 




hese are our ratings for some 
of the games released over 
the past several months. Check 'em 
out for any titles you may have 
missed, or just to familiarize your¬ 
selves with our thoughts on games. 
You don't have to take our ratings at 
face value alone—think of Backlog 
as "review calibration." This way, 
you can judge for yourself which 
titles to spend your hard-earned 
cash on, and which ones to avoid. 



Arcade's Greatest Hits Vol. 2 OOO 

Armored Core 00001/2 

Bug Riders 01/2 

Bushido Blade 00001/2 

CART World Series 000 

Castlevanla: SOTN 00000 

Caesar's Palace 00 

C&C: Red Alert 0000 

Clock Tower 000 

Colony Wars 00000 

Cool Boarders 2 0001/2 

Courier Crisis 01/2 

Crash Bandicoot 2 00000 

Critical Depth 001/2 

Croc: Legend of the Gobbos 0000 

Disney's Hercules 000 


Fantastic Four 1/2 
Fighting Force 0001/2 
Frogger O 

Ghost In The Shell 0001/2 

G Police 0000 

Grand Tour Racing '98 0001/2 

Intelligent Gube 0001/2 

Jet Moto 2 0001/2 

Jurassic Park: The Lost World 001/2 

Madden '98 000 

Marvel Superheroes 0000 

Mass Destruction 000 

MDKOOO 

Mega Man X4 0000 

MK Mythologies: Sub Zero 001/2 

Monster Rancher 00001/2 

Namco Museum Vol. 5 00 

NBA Live '98 0000 

NCAA GameBreaker '98 OOOOO 

Need For Speed: V-Rally 0001/2 

NFL GameDay '98 OOOOO 


NHL '98 00001/2 
Nightmare Creatures 0001/2 
Oddworld: Abe's Oddysee 00001/2 
Pandemonium 2 000 

Parappa the Rapper OOOOO 

Rampage World Tour 001/2 
Super St. Fighter Collection OOOOO 

Syndicate Wars 0001/2 

Red Asphalt 000 

Skullmonkeys 001/2 

Spawn The Eternal 01/2 

Star Wars: Masters of Teras Kasi 000 

Steel Reign OOO 

Street Fighter EX Pius Alpha 00001/2 

Test Drive 4 0000 

Time Crisis 0000 

Tomb Raider 2 OOOOO 

Treasures of the Deep 00001/2 

Vs. 001/2 

Ware raft 2 0001 /2 

WCW Nitro 001/2 
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Have you ever done it in the water? Are you any good on the billiards table? Do 
you find the backyard enticing? With over 40 unusual overhead courses, Micro 
Machines® V3 will change your perspective on racing. And because it's a true 
gamer’s game, the tracks are short enough to remember, but extreme enough to 
repeatedly excite the experienced player. But don't worry - even the first tii 
good with Micro Machines V3. It's time to do it where you've only imac 
before, with up to seven of your closest friends. 

© Ccpyright 1997 The Codemasters Software Company Limited. ("Codemasters 1 ) All Rights Reserved, Codemasters™ is a trademark owned by Codemasters Limited. Developed by 
Codemasters and exclusively distributed under license in North America and South America by Midway Home Entertainment Inc. Micro Machines© is a registered trademark owned by 
GaJoob Toys, Inc. Midway Home Entertainment Inc. is using the trademark for this product pursuant to a license. Midway Home Entertainment Inc. is not affiliated with Gafoob Toys, Inc. 
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a me designers, listen up—we're about to 
give you a load of free advice on how to 
make better games. No, none of us here at PSM has 
ever actually made a game, but we've been playing 
them for as long as videogames have been around, 
and in that time we've learned a lot. Besides, ali 
hard-core gameplayers like to think they know how 
to do things better, and that if given the chance, 
they would design games that would show 'em ail 
how it's really done. Only, most gameplayers don't 
have a magazine to write ali of their theories and 
ideas in for everyone to read. But we do—so there. 

We're not saying it's easy to make a good 
game. It's not hard for us to sit in front of our TVs 
and pick a game to shreds, but we realize it takes 
a lot more to create a game from the ground up— 
even one that's not so good. It's with this respect 
that we humbly forward our opinions to you. If 
nothing else, we're publishing this article in hopes 
that it will get everyone out there to start thinking 
about how to do things differently, and dreaming 
of ways to make better games. So without further 
delay, let's roll up our sleeves and get started! 

On the following pages, we've targeted what 
we fee! are the main challenges of creating a great 
game. We've dissected each area of gameplay to 
find out exactly what works and what doesn't. 
We've listed these areas of gameplay in no particu¬ 
lar order or importance, as they all must contribute 
equally to make a truly top-notch game design. We 
encourage response from anyone who has any¬ 
thing to add, or sees things differently than we do. 
Just mail it to the usual address, and we'll print 
what you have to say in future issues of PSM. 
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Pushing the Envelope 

Not ail great games are truly innovative, but the real 
classics-~the ones that made us stare at the screen in 
amazement for days on end—were. Just when we 
think we've seen everything, something new comes 
along to put the industry on its ear. Games like Street 
Fighter, Doom , Tomb Raider —these games introduced 
bold new ideas, and have spawned countless copycats. 
Unfortunately, we've been playing games for decades 
now, and the truth of it is that many of the best ideas 
are taken. We may never be as surprised and amazed 
as we were when we first started playing. But that 

doesn't mean that the existing types and genres of 

■ 

games can't continue to evolve, to branch out and grow 
into something different than before, if only slightly. 


floating platforms in an action game, just because 
everyone else does, it's better to visualize the flow of 
play first, then come up with the game elements, story, 
and characters to hold it ali together later. If you create 
the story and the world first, then you're only limiting 
your options when designing the gameplay. 


Developers should never, ever categorize their game 
from the start, as a first-person shooter, platform game, 
fighter, or whatever. This limits them. If you set out to 
make a game that's like another game, or a group of 
games, then the best you can expect to do is more of 
the same. There are no hard-set rules to making a good 
game. For example, just because you're doing a plat¬ 
form game, that doesn't necessarily mean you have to 
make the player hop on enemies' heads and collect 
power ups. And where is it written that the game has 
to have platforms at ali? 

Developers should constantly re-think how things 
are done. They shouldn't put combos in a fighter, or 


Innovation 

A new idea—coming up with one is perhaps the hard¬ 
est part of creating a videogame. There are no good 
rules or guidelines that a developer can follow to come 
up with a truly original game—you're either inspired, 
or you're not. But the important thing is that develop¬ 
ers try, that they sometimes force themselves to do 
things differently, if only to be different. When that 
doesn't happen, players get bored of the same old 
same-old, and the copycat games bomb. Entire gen¬ 
res of games have died off because the games never 
evolved, never offered anything more than the ones 
before them. 
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CHflKflCTER Desi 

This is one of the most overlooked and underappreciat¬ 
ed aspects of good game design. Superstars such as 
Lara Croft, Crash Bandicoot, and Rayden have become 
fan favorites, and some hard-core fans will go as far as 
to buy their games without ever having played them. So 
what is it about these characters that separates them 
from the rest? Why have they spawned legions of fans, 
while countless other videogame characters come and 
go without anyone taking notice? 

Too often, characters are put in games just to fill up 
space. A group of developers will think "We're making 
a shooter, and we need somebody to run around shoot¬ 
ing people." So, without putting any more thought into 
it, they'll draw up some generic musclebound brute, put 
a gun in his hand, and off he goes into the game, Pretty 
uninspired. And if the people who created him weren't 
inspired, why should the players care about him? 

The characters we control in videogames are much 
more than just simple sprites or polygons running 
around on the screen. They are the windows through 
which we view the world within the game. Notice that 
when your character dies in a videogame, you typically 
don't say "Crap, he died"—you say "Crap, / died." A 
good character brings you completely into the game 
world. And until the players are fully immersed in the 
game, they won't be able to completely enjoy it. if the 
character is done well, then players will become him— 
that is how they will see themselves while absorbed in 
the game. 


, Whether you love / im or hate 'im, you've gotta give 
Parappa his props for trying something completely new. 


A Character 

Has To Have Personality 

Now that we realize how important the videogame 
character Is, let's examine exactly what is needed to 
make a good one. To create a truly interesting, exciting, 
and memorable character, there are three very impor¬ 
tant things to consider: personality, appearance, and 
uniqueness. 

For the most part, all videogame characters are 
extremely shallow. That's okay, though. In most cases, 
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Character Designs 

Here is a listing of some of the most memorable 
characters ever to grace the PlayStation with their 
presence. Each of them excels in every important 
character design category: personality, color 
scheme, and unique features. 

Ryu 

We cou!d list all of the original Street Fighter It charac¬ 
ters here, but well just pick Ryu. His cut-off sleeves 
gives him a distinctive look, as 
does his trademark red head¬ 
land. His posture is always quiet 
and confident, 
and his simple 
red and white 
color scheme 
helps make him 
recognizable at 
just a glance. 


Crash Bandicoot 

If one thing about Crash could be changed, it would be 

his attitude. He always has 
this look on his face like he 
doesn't really know what's 
going on, or he's a deer 
caught in some¬ 
one's headlights. 
Stili, his orange 
and blue colors 
stand out, and as 
mascots go, he 
looks pretty cool. 


LaraiCroft 

First of all, the obvious: what young male 
gameplayer isn't going to be interested 
in a sexy voluptuous heroine? These 
designers knew their market well. 
And her uni¬ 
form is sim¬ 
ple but mem¬ 
orable, with a 
sexy T-shirt, 
boots, and 
short-shorts. 


looks ominous and mysteri¬ 
ous. His stature is also 
very regal, very god-like. 
And don't forget his awe¬ 
some costume, with the 
cool symbol on his 

,. back and his 

unmistakable 
trademark 
straw hat. 


we really don't need to know its whole life story, we 
just need enough to clue us into what the character is 
about. For example, is it good at following orders, or is 
it a little rebellious? Does it fight only because it has to, 
or because it yearns for battle? Is it young and inexperi¬ 
enced, or a veteran expert? Also, what types of skills 
does it have? What is it really good at? Details like these 
help us connect with the character, and once we have 
an idea of who we're dealing with, we can take over 
and let our imaginations fill in the rest. 

The best way to tell the player about the charac¬ 
ter's personality is through its appearance. An intro 
scene telling us the character's background story isn't 
nearly as important as how we see him in the actual 
gameplay. Obviously, we can learn a great deal just by 
what he looks like, but the character's body language 
can also speak volumes about it. The examples are 
endless: a defiant pose in the face of danger; an arro¬ 
gant twirl of his sword before delivering the killing 
blow; a sigh of relief upon getting his health replen¬ 
ished—it's details like these that really give us a feel 
for the character's personality. 


Standing out in a Crowd 

From a purely visual standpoint, the use of color is 
extremely important, and often overlooked. The truly 
classic characters all use color to help define them. If 
used well, color can take a character and turn it into a 
visual icon. You can narrow down the best characters 


A The Street Fighter series has always boasted some of 
the most classic and memorable videogame characters. 


into two or three basic colors, usually bright, primary 
ones so they really pop off the screen. Street Fighter is 
a great example. Each of the game's characters has its 
own unique, distinctive color scheme. Ryu: white and 
red. Chun Li: blue and brown. Blanka: green and 
orange. Dhalsim: brown and yellow. When we picture 
these colors together, we think of these characters. 
These unique color schemes help them stand out from 
each other. 

A character should also have some unique qualities 
about him. Special skills or weapons are good, but what 
other visual details might help? A scarred eye, a ban¬ 
daged arm, a tattoo, a magic amulet—any of these 
examples would help give it a more unique appearance. 
Also, they would help create personality and back¬ 
ground. Maybe the character scarred its eye or hurt its 
arm in a battle to save its homeland. The tattoo could 
show that it belongs to a secret clan. The magic amulet 
could've been given to it by a lost love. These details 
help the character stand out visually, and at the same 
time, convey an important meaning. 


February 


AAA^AAAAAAAAAAAA.AAAA^AAAAnAAAA^AAAAAAAAAAAAAAAAAAAAAAAAAAA 




Gf=ime Length 

How long should the player be expected to play a 
game? Most anyone would tell you that the longer it 
takes to finish a game, the better. This way, the fun 
lasts longer and you get more bang for your buck. 
Today, in the modern era of videogaming, some games 
can take as long as 70 to 100 hours to finish. But does 
this, by itself, mean we're enjoying these games that 
much more? That we are actually getting more out of 
the experience? Let's examine... 

How Long Is Too Long? 

A game can't go on forever, right? Some games do, 
mostly older titles like Pac-Man, Defender, Frogger— 
these games just kept on going as long as you kept 
winning. But this was mainly due to the limitations of 



the technology at the time. Today, we have the power 
to make games with real goals (rescue the princess, 
destroy the boss monster, defeat your opponent). Back 
in the old days, the only goal the technology could han¬ 
dle was to challenge the player to get a higher score. 

So, does this mean that it's inherently wrong to cre¬ 
ate a game that doesn't end, that keeps on going as 
long as the player keeps on winning? Not entirely. But 
the reality of it is that players have become accustomed 
to the newer approach, and we enjoy the more unique, 
individual challenges of today's games. You can enjoy 
playing a game forever, but unless you can reach an end 
and finish it, you're never rewarded with that feeling of 
supreme mastery that you get from knowing you've 
surpassed all the game's challenges. 

How Lo ng Should Each Stage Be? 

Each stage has to offer the player a set of jnique chal¬ 
lenges. If it gets to the point where you're playing and 
the level is starting to feel too repetitious, then it 
should have ended already. It's the game's job to keep 
throwing new twists at you, to entertain you and hold 
your attention. 

Another thing to consider is the placement of con¬ 
tinue or save points. If players have to keep going back 
to cover the same ground over and over after dying, 
they may become very bored and frustrated. So, you'll 
want to be able to save your progress ever so often. 
But wait, there's another side to this—if the save points 
are too close together, then the player will just fly 
through the levels. And even though we all hate to die 
and return to the start of a level, this does have its good 
points. If we didn't have to keep fighting those orks 
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back on level one, we never would have gotten as good 
at beating them, and therefore we never would have 
gotten that great feeling of satisfaction that comes with 
completely mastering a part of the game. The trick is to 
balance the game out so players move on to new chal¬ 
lenges just as they are about to get frustrated with the 
old ones—not after. 

Balance 

Every individual element of gameplay can be done to 
perfection, but the game still won't be a good one if 
those elements aren't put together with the proper bal¬ 
ance. Whether you're talking about the rate at which 
the game gets harder, or the enemy's artificial intelli¬ 
gence, or the distance between health power-ups, it all 
has to come together in a way that will unfold the game 
to players at the right speed and pace, without ever 
frustrating or cheating them. 

How Difficult 
Should the Game Be? 

The number-one rule here is to never, ever frustrate the 
player. Players should always feel that it was their fault 
that they lost, and not the game's. There should be no 
situation in the game in which players don't have a 



▲ Even though Crash 2 isn't perfect, it does a good job of 
teaching you skills that you'll need later on in the game. 


chance to survive the very first time they encounter it. 
Too many games expect the player to reach a certain 
point, and then die at least once m order to learn how to 
properly get past it. This is bad, bad game design, peo¬ 
ple! Of course, the game can't be so easy that players 
can just walk through it from the very first play—they 
won't survive every danger, simply because they won't 
always make the right decision. But what's important is 
that the game at least gave them a chance to figure out 
the right course of action. That way, when players die, 
they can see that they could have survived if they had 
only taken another route—that it was poor judgement 
that led to an untimely demise. 

One of the toughest things to balance out is the rate 
at which the game becomes more difficult Haven't you 
ever played a game that's a cake walk right up to the 
end, until you run smack into a near-unbeatable final 
level? Or what about those super-tough stages you've 
played, only to breeze past the boss with no problem at 
all? If a game gets too hard too fast, players will become 
frustrated and quit playing. Then again, if the game is 
too easy, then where's the challenge? And without chal¬ 
lenge, there's no reward—and therefore no reason to 
play. A well-designed game will get more challenging at 
a smooth, even pace. The challenges presented in ear¬ 


lier levels will train you and hone your skills for the more 
difficult later stages. Games must be easy enough to 
get into, but challenging enough to satisfy expert play¬ 
ers, as well. 

■Feeding tae ego/ 
IYI-hste-ring tae g-rme 

There's a definite ego trip at work when playing games. 
When we first pick up a game, we make lots of mis¬ 
takes as we're learning how to play. Gradually, though, 
as we practice more and more, we naturally get better. 
Those orks used to give you a lot of trouble on stage 
one, but now you can get past them with your eyes 
closed. We get a lot of gratification from this. It's a feel¬ 
ing of accomplishment, of realizing that we've become 
really good at something. 

Reaching Goals 

Looking at the bigger picture, a game needs to have 
proper goals—a reason for playing, something you're 
working hard to achieve. When players meet one of the 
goals, they get great satisfaction, along with a definite 
ego boost. But that feeling of satisfaction must be stag¬ 
gered throughout the game—you can't have it all wait¬ 
ing at the very end. There must be many goals through¬ 
out the course of the game. This way, players are con¬ 
stantly being encouraged to play on, and with each new 
goal reached, the feeling of satisfaction and reward 
builds towards a climax at the end of the game. 

Most developers stagger these goals by splitting the 
game up into smaller chunks, using different levels or 
stages. This way, players can complete a stage, defeat 
a special challenge at the end of it (usually a boss 
enemy), and feel like they've really accomplished some¬ 
thing before moving on to the next level. Imagine if you 
had to play through an action game that was just one 
long level, that wasn't broken up at all. You would have 
to play from beginning to end, with no pit-stops in- 
between. Not only would it be a fairly daunting task, but 
without the constant encouragement you get from 
reaching and surpassing smaller goals along the way, 
most players would simply give up. 



A Most gamers hate having to play through a level again, 
but if they didn't, they would never get as good at it. 


Showing Off 

Hey, what's the point of getting really good at some¬ 
thing if you can't show your skills off, right? That's why 
we love to compete with other players, why two-player 
fighting and sports games are so popular. It just plain 
feels good to be the best at something. 

If you're working hard at a game, it's for the reward 
of satisfaction that you get from getting better—from 



becoming the best For this reason, it is extremely 
important to design games so that players who put in 
the extra practice see a better reward—more of a return 
on the time they've invested. How angry would you be 
if you'd been practicing a fighting game for weeks, 
learning all the moves and combos, only to have some¬ 
one who's hardly ever played the game beat you by 
simply hitting random buttons? Unfortunately, this has 
been known to happen. 

For example, take the popular simulation mode in 
some sports games, in which you can choose to "sim¬ 
ulate" individual games and skip through the season 
undefeated. What does this say to the player down the 
street who's been laboring every night to win each 
game? He played the game the "honest" way and put 
in a lot of hard work, while the other guy cheated to get 
the same reward—the same ending—in a fraction of 
the time. Even if we're not directly competing against 
another person, we are constantly comparing ourselves 
to other gamers, if only subconsciously. It's how we 
evaluate our own skills and mark our progress. A good 
game has to start every player out on an equal playing 
field for this to work. 

How Much Impact 
Do You Have on the Game? 

Another way we feed our ego when playing games is 
by witnessing how much affect we have on the game 
world. If you come back to the spot where you killed 
and ork earlier tn the game, is his corpse still lying there? 
Or if you bomb the enemy's headquarters, is it still a pile 
of rubble when you return to the area later? These may 
seem like trivial examples, but they can add up to a lot. 
It can be extremely satisfying to see that we've had an 
impact on the game. These visual details feed our egos, 
reminding us that we are responsible for what tran¬ 
spired in this area. It shows us that we've made a dif¬ 
ference, that we've carved out our own spot in the 
game world. Plus, it makes for some cool bragging 
rights when you feel like showing your handiwork off to 
your friends! 

Is It Worth It? 

This may sound extreme, but developers who put 
crummy endings in their games need to be shot. You 
buy a game, put hours upon hours into getting good at 
it, and then comes the day when you finally finish it. You 
yell out to your friends and family to rush over to see the 
fruits of your labor, and then... the credits. Followed by 
"The End." White type on a black screen. Gee, thanks. 

A game should end with an exclamation point, not a 
period. If we expect players to put time and effort into 
reaching the final goal, then it should be a goal worth 
reaching. Players want a long, detailed ending that they 
can show to their friends and wow their socks off. An 
ending is like a badge of honor—-a lot of people bought 
this game, but how many know how it ends? It can be 
a huge ego-boost. 

It ain't easy—it's getting tougher and tougher to cre¬ 
ate a satisfying ending. Back in the day, a full-screen 
illustration or animated sequence would be awesome. 
But in this modern era of videogames, players have just 
about seen it all. Why is a rendered FMV ending 
sequence supposed to be anything special? You get 
one just as good at the start of the game, without hav¬ 
ing to do anything. What makes an ending special has 
to come from the content, not the form. Something 
must happen that is somehow remarkable. Maybe a 
mystery is finally resolved, or the game's story is finally 
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The following is a list of old gameplay concepts 
that have become outdated, unwanted, or simply 
weren't good ideas to being with. It's time to put 
these problems to rest, and figure out better ways 
to go about doing things. 

Random Attacks in RPGs 

C'mon developers, getting jumped every four steps in 
an RPG was tedious when we first started playing 
them! Developers put in all these random fights just so 
they could boast at how long it takes to finish the game. 
Someone needs to sit down and figure out a way to 
make a decent-sized RPG that doesn't make you suffer 
through all that nonsense. 
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Most games don't do this anymore, but you still get the 
occasional action title where the enemies come back to 
life every time you ieave the screen and come back. Is 
there anybody out there who doesn't think this sucks? 
If you die and then come back to that area, it's fine for 
the bad guys to be back. But not when you only walked 
10 feet away! Quit this silliness! (Do you hear that, 
Mega Man 7] 




Enemy monsters are always carrying some item that 
makes absolutely no sense for them to have, in RPGs, 
why does a slime monster, who is essentially a gob of 
goo, carry a bag of gold? For that matter, why do any 
monsters carry currency? Why do monsters carry first- 
aid kits? If I beat up a street thug in real life, would he 
drop curry? And why is it that the enemy's headquarters 
always happens to have your type of ammo scattered 
around for you to pick up? 

Ridiculous Building Layouts 

So you're telling me that every time someone wants to 
get something from the castle storeroom, they have to 
defeat the alligator in the moat for the gold key, climb 
the outside of the tower using the rope from the third 
town over, and play a tune on the flute they got from 
the elf in the forest? Damn, who builds these places? 
And who carves out those maze dungeons? 

Beat All the Bosses Again 

Yet another cheap way to make the game longer. You 
barely managed to get by these guys before, and now 
you've got to take 'em all on one after the other! This 
usually happens right before the final boss, so you can 
put up with it since you're so close to the end. But still, 
give us something new instead, will ya? 


concluded. But the key thing is that players have to feel 
like they've accomplished something that was really 
worth it when they beat a game—that they've accom¬ 
plished something major and received a major reward. 

Storytelling 

As videogames have evolved over the years, story¬ 
telling has become an increasingly important part of the 
gameplay experience. This is another area that has 
evolved side-by-side with the technology. In the first 
games, you weren't given much of an explanation as to 
why you were, say, gobbling up pellets as Pac-Man, or 
blasting everything in sight in Robotron. But today, with 
our more realistic games and more human-looking char¬ 
acters, we also have a greater emphasis on storytelling. 
At the very least, nearly every game made today 
includes an introductory story sequence to set the 
stage for the action in the game. 



A Nobody writes stories better than Square. Square's char¬ 
acters live and breath, and we care what happens to them. 


How Important 
Is Story to the Game? 

While a detailed plot can really add to the overall expe¬ 
rience of some games, for other games, it simply isn't 
needed. No one cares why those blocks are falling in 
Tetris . You could try to explain it away, but in the end, it 
wouldn't add anything to the fun of the game. In a fight¬ 
ing game, we don't really need to have a lot of reason¬ 
ing behind why all these people are fighting each other, 
but we do appreciate a little background info on the 
characters themselves. And in an RPG, we expect a 
big, sprawling storyline, with lots of twists and sub¬ 
plots. The level of detail and amount of story included 
should be based directly on the type of gameplay expe¬ 
rience that the developer is focusing on. 

When To Use FMV 

Full Motion Video (FMV) refers to all those fancy ren¬ 
dered iintro sequences that appear before games these 
days. Almost all developers put FMV into their games, 
and hardware manufacturers like Sony do their best to 
influence this across the board. FMV can be a good way 
to quickly set the stage for a game, by giving players a 
brief amount of back story to quickly puli them into the 
game world. It can also serve to move the story along, 
through staggered sequences that typically come at the 
end of a level. But is FMV always a good thing? Sorry to 
disillusion ail of you developers out there, but the 
answer is no. 

The first problem with FMV is that it's completely 
non-interactive—-that is, the player just sits and watch¬ 


es, without any control. In some games, it's much bet¬ 
ter to involve the player with the telling of the story. For 
example, in an RPG, the game might show players a 
story sequence that tells them everything about the 
town their character lives in. But maybe there's a bet¬ 
ter way for them to get that information. If players 
explore the town themselves, talking to the towns¬ 
people and asking their own questions, they can hear 
the story in a way that keeps them more directly 
involved in the game. 

The second problem with FMV is that it cuts players 
off from the game world. The developer might do a 
great job of creating an elaborate, detailed world with a 
great character that really pulls players in. The players 
then forget that they are in the "real" world, and lose 
themselves completely in the game. But when a pre¬ 
rendered FMV sequence suddenly intrudes, players' 
physical and emotional connection to the game is 
abruptly severed, and they are reminded that they are 
only playing a game. All of that hard work spent draw¬ 
ing players in is lost in a heartbeat. 

If the game is such that control must be taken 
away from the player in order to progress the story, a 
better way of doing so is by using the actual graphic 
models from within the gameplay. The Resident Evil 
games employ this technique at times, as does Mega 
Man Neo and others. Even though we've lost control, 
we can still stay immersed in the game world because 
the graphics haven't changed. The characters we con¬ 
trol still look and move like they always does, so the 
illusion is kept intact. Different camera angles and 
new player animations can still be used to enhance 
the effect, without severing the player/game connec¬ 
tion like FMV would. 

Remember: Story 
Is Secondary to Gameplay 

Developers must ask themselves the following ques¬ 
tion: Does the story help the game flow along, or 
does it often intrude, taking too much control away 
from the player? Sometimes players are forced to sit 
through tediously long periods of time with the con¬ 
troller on the carpet, waiting to regain control of the 
game from the computer. How boring! The storyline 
must always come second to the gameplay. Consider 
this a golden rule. 

Some games can make you feel that your role 
isn't very important, that your job is merely to move 
your character from point A to point B, where the real¬ 
ly cool stuff happens without your input or involve¬ 
ment. it's like a bunch of movies are playing, and 
you're just rushing to catch each one. The best parts 
of the story, the surprise plot twists and dramatic con¬ 
frontations, have to involve the player in a direct, 
interactive way. Otherwise, the player is only left with 
the boring stuff. 

Creating t=i 
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Whether the game is set in ancient Japan, or on float¬ 
ing platforms in the middle of nowhere, a game's envi¬ 
ronment must be able to draw the player in. The ulti¬ 
mate goal of all developers should be to get players lost 
in their games, so they can spend hours upon hours 
effortlessly immersed in the action. To do this, a game 
has to have an environment that can hold up the illusion 
of its world at all times, never dropping its guard for a 
second, so the players don't have a chance to remem¬ 
ber that they're only playing a game. 
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Stick to Your Own Rules 

No matter where a game is set, developers must estab¬ 
lish the "rules'' of the environment and stick to them. 
Take a fantasy world where everyone has the ability to 
fly. If everything else in that world mirrors our reality, 
then, for example, it wouldn't make any sense if you 
encountered a talking dog. Tomb Raider has a problem 
with this. Despite the fantastic environments and big- 
ger-than-iife adventures, the game still takes place on 
Earth, in our reality—so why does a simple rat take so 
many bullets to kill? 

Don't get us wrong, some¬ 
times realism must be, and 
rightfully should be, sacrificed 
for a good game. For example, 
in many older games, you could 
only move your character up, 
down, left, or right, and not diag¬ 
onally. This may have seemed 
like a pain at first, but in some 
instances, the simple ability to 
move diagonally would ruin 
the whole balance of the 
game. It all just comes back to 
the one rule: establish a world and environment for the 
player, and stick to it from beginning to end. 

Simulations 




A From the futuristic look to its techno soundtrack/ Wipeout 
XL does c perfect job of creating a cohesive environment. 


The gameplay in a simulation is automatically restricted 
because it must accurately mirror what happens in real 
life. This handcuffs developers from the start, severely 
limiting what they can put in the game. For example, 
you can't have a completely realistic tank simulation in 
which the boss of level five is a giant, super-intelligent 
ape...or, for that matter, a tank from the future, or any¬ 
thing else that wouldn't make logical sense in the real 
world. A simulation is a different type of game experi¬ 
ence altogether, and should be treated that way from 
the start. It's not so much that you're playing a "game" 
as you are being given the chance to try out things that 
you wouldn't normally have access to in your day-to- 
day life. The key here is that the developer must under¬ 
stand and respect this fact to create a simulation that 
is truly satisfying. 

Variety 

Here is a very simple rule: a good game has to hold the 
player's interest. This means that every inch of the 
game must be labored over, with endless hours of 
work spent creating new and different types of chal¬ 
lenges. A truly great game will throw something new 


and unexpected at the player around every turn. Too 
many bad games simply get boring too fast. They only 
have one or two hooks or features to keep the player 
interested, and those quickly become too repetitious 
and tiresome. 

Mixing up the Visuals 

Just as it is important to offer varied challenges in the 
gameplay, it's aiso imperative for the game to change 
its looks from time to time. You wouldn't want every 
ievel to be a different shade of blue, or each stage to 
have the same conceptual theme. If you've just finished 
a level with an industrial-type setting, then the next 
stage should be anything but industrial. Over the 
years, games have tried all sorts of settings to mix up 
the gameplay, and a few of them have become clas¬ 
sic ideas that get used and reused all the time: the 
slippery ice level, the scalding-hot lava level, or the 
out-of-control mine cart level, just to name a few. 

Perhaps these have been overused, but they are 
good examples of how to mix the gameplay up, 
both in terms of visuals and in the inherent 
challenges they present to the player. 

Don't Overdo It 
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G-Poiice does a great job of mixing up the gameplay, 
with a large number of distinct/ varied missions. 


Too much variety can be a bad thing. A game needs to 
keep a constant feel, a solid focus on what makes up 
the heart of the gameplay. The trick is to slightly alter 
the way the game is played from level to level, without 
changing it at its basic ievel. It should feel like one cohe¬ 
sive game, not several "mini-games" forced together. 

On a side note, will developers please give up the 
"three-in-one" games, already? They almost always 
suck, because they're like three halfway-developed ver¬ 
sions of other games that have been done much better. 
There's simply no way to make three different excellent 
games in the time that you're given to make one game. 
So quit it already! 
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Nothing is more frustrating—you're trying your hardest, 
doing your best, and it just doesn't matter. Despite the 
weeks you've put into learning the game, the comput¬ 
er just keeps on beating you—and it's doing it by cheat¬ 
ing. It's enough to make you want to scream and put 
your foot through the TV screen. Things aren't as bad as 
they used to be, but a large number of games are still 
being made that are unfair to the player. 

Leveling the Playing Field 

The computer-controlled opponents should have to 
adhere to the same rules that players do, and have the 



A Why would anyone want to play through the game nor¬ 
mally if you could just "simulate" your way to the end? 


same restrictions where it makes sense. For example, 
many racing games give unfair advantages to the com¬ 
puter-controlled cars, letting them zip around turns at 
speeds impossible for you to match. Or how about the 
fact that in many racing games, you always start the 
race from the dead-last position, without so much as a 
qualifying round? One final problem found in some rac¬ 
ing games is that no matter how much you practice, or 
how good you are, your competitors will always be right 
on your tail because the computer automatically keeps 
the race close. This also happens in some sports 
games, like basketball, when the other teams' shots 
start going in more often just because they are behind 
in the score. This is horrible game design, because the 
player isn't rewarded for getting better at the game. 
And in two-player competition, this "balancing of the 
scales" only serves to reward and give unfair advan¬ 
tages to the novice player. 

Also, how many times have you played an action 
game in which you have to skillfully maneuver your way 
past a danger—say, a lava pit—while the computer-con¬ 
trolled enemies simply walk through the lava after you, 
completely unharmed? Every inhabitant of the game 
world should be treated equally and fairly, so that you 
don't automatically start the game with unfair disadvan¬ 
tages, Usually these are just designer cop-outs anyway; 
band-aids used to cover up the fact that the developers 
couldn't figure out the right way to do things. 


CONT-RDL 

A good game must have easy, intuitive controls that 
make sense. This sounds a lot simpler than it really is. 
Within that first hour of playing, players should com¬ 
pletely forget that they're even holding their controllers. 
The character on screen should feel like an extension of 
the player, moving and responding exactly how the play¬ 
er wants him to, just as quick as player thinks up his 
next move. 



the 

Controller 
in Mind 

It is an absolute must 
that the developer | 
have the controller in 
mind from the very beginning of the 
game design. If you wait until the game 
is done and then try to figure out how 
you're going to squeeze everything onto the contro 
pad, then you're not going to end up with smooth, intu¬ 
itive control. The designer has to take a long, hard look 
at the controller, to see what its benefits are and how 
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These are some of the most memorable 
moments that the PlayStation has given us 
so far. individually they may be small exam¬ 
ples of good gameplay ideas, but together, 
they paint the picture of the PlayStation that 

is in all our minds. 

1. Resident E ^ Dog Attack 

You're walking along a dark, empty halL.everything's 
dead quiet, and then...CRASH! Bloodthirsty hell-dogs 

•••• •• •' •: : .• • ••••' !•!••••• : ! ••• •• • •: . v : - ••••••'!. • 

come smashing through the window at you! One of the 
few truly scary moments in videogames. 




2 . Crash 2: Crash Dahce 

It's goofy, it's stupid, but in a certain demented way, it's 
awesome! The first time you complete a level and 
Crash hops into his funky dance, your jaw hits the floor. 


; : 


3. Jumping FIMhh RrstTJiirnp : ■; 

Remember the first time you took one of those crazy 
10-story jumps in this game? Wow! It was awesome! 
No other game had ever done anything like it, and some 
players couldn't play it without genuinely getting sick! 

• • • I!'.::.:.::..;.-.:..:.-..-’ -:.V ; 

4. Final Fantasy ¥il The Dead- a-' mss; 

Possibly the most tragic moment ever in a videogame. 

..... 

You had done so much with this character, even dated 
her, and then her life suddenly comes to an end. Every¬ 
one got a little misty-eyed, even if they won't admit it. 
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5. Tomb Raider: T-Rex^siaset 

Nothing leaves an impression quite like being chased by 

: ' ' ...... ' 

a giant, hungry T-Rex. This is the moment that most 
people bring up first when talking about Tomb Raider. 
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Who ever heard of choosing your character? Up until 
then, you were usually just stuck with the one they gave 
you. But since SFil, tons of games give you that option, 
and not just fighting games, either. 




7. Parappa the Rapper: Chop-Chop s 

This game starts off so crazy, you still aren't sure what 
to expect. And then an onion starts rapping. Nobody can 
believe it. This was the most surreal moment in 
videogame history. 

8. Tbshihdeh: Sophia^ Slap 
Still the most humiliating move in fighting games. She 
puts down her whip, picks your sorry butt up, and slaps 
you back and forth, it was the ultimate crowd-pleaser. 

9. Ridge Racer: Hitting the Chopper 
At a certain point on the track, the rumor was that if you 
could catch some air, and if you timed it right, you'd hit 
the chopper as it flew by overhead. You never knew if 
the rumor was true or not until you nailed that sucker! 

10. Tekken 2: The Intro 

This is an example of an FMV intro sequence that 
works, it's done so well that by the time you reach the : 
title screen, your pulse is racing and you can't wait to 
start playing! 



▲ Colony Wars has dead-on control that lets you easily 
navigate through the open environment of space. 

its configuration can help the game. When games are 
ported from one platform to another, you often see the 
problems inherent in not designing specifically for one 
controller. Probably the worst example of this is when 
the first versions of Street Fighter II came to the 16-bit 
systems. None of their controllers even vaguely 
resembled the button configuration of the original 
arcade version of the game, and so none of the home 
versions controlled very well. 

Point of View 

When designing the control of the game, you also have 
to decide which perspective the game will be played 
from, from first- or third-person. Both have several 
advantages and disadvantages, so each one works bet¬ 
ter depending on the type of game. Generally, first-per¬ 
son games have the advantage of making you feel like 
you're "in" the game. The theory is that there is no on¬ 
screen character to get in the way, so the illusion is cre¬ 
ated that you're looking through your own eyes, in the 
game world. And in some genres, such as racing simu¬ 
lations, the first-person view can make the race seem 
more realistic, since you don't normally see the back of 
your car while you're driving it. 

However, using a third-person view has other dis¬ 
tinct advantages, and if done well, you'll feel just as 
immersed in the game. When using a first-person per¬ 
spective in a game like Doom , you do feel like you're 
really in the game. But that can be just the problem— 
it's you in the game, not some super-heroic character. 
But when you use a third-person view, you can really 
get into character because you've got a constant on¬ 
screen reminder of your role. You don't feel like it's you 
in the game, but you can fee! like you are the character. 
In titles where you're supposed to take on a special 
unique role of some kind, third-person works better. 
Imagine playing Crash Bandicoot from a first-person 
perspective. Assuming that you could even maneuver 
around okay, it just wouldn't have the same charm and 
appeal. You wouldn't feel like you were Crash 
Bandicoot spinning along through the levels, rather 
you'd feel like it was yourself, John Doe, running 
around acting silly. It wouldn't quite fit or have the same 
effect. You have to pick the right point of view for the 
game, and neither option is always the right choice 
100% of the time. 

Using -r 

Licensed Property 

If there was ever a such thing as a true stereotype, it's 
that licensed videogames suck. They suck with 99% 
accuracy. There are a few reasons for this, but basical¬ 
ly it boils down to the fact that making a decent 


videogame based on a license has its own special prob¬ 
lems, and that most of the people who try have no idea 
how to go about doing it. 

The Golden Rule: 

Be True to the License 

In the decades that DC has been printing Batman 
comics, there hasn't been a single one in which 
Batman spent the entirety of the book walking from the 
left to the right, punching hundreds of bad guys as they 
casually waltz up to him on the street. Then why has 
that been the basis for nearly every Batman videogame 
ever made? Too many licensed games have nothing at 
all to do with the license. You could take the licensed 
character out and replace it with a totally made-up one, 
and it wouldn't affect the game one bit. This is ridicu¬ 
lous/since the only reason anyone would buy one of 


A The Fantastic Four never walked down a street, punch¬ 
ing out bad guys and cop cars, so why is it in the game? 


these games is they already liked what it was based on. 
If you change it around, then you're only alienating your 
core potential audience. 

Is It Possible To Make 
a Good Licensed Game? 

Yes it is, but it's very hard to do. By basing a game on 
something that's already known, you're up against sev¬ 
eral automatic design restrictions right from the start. 
You're straight-jacketed by rules that have already been 
set for you. This leaves very little room to maneuver, 
but it can be done. 

Mostly, the possibility of a good game revolves 
around the license, and whether it lends itself well to 
becoming a game. Remember the movie Radio Flyer? 
It was a drama about two young boys who suffer at the 
hands of their abusive parents. Their only joy is a red 
Radio Flyer brand wagon that they both share. Now, 
many of you won't remember this, but believe it or not, 
somebody tried to make a game out of this movie, it 
was a vertically-scrolling shooter in which you flew in 
the wagon. Can you believe it? Some developers just 
don't get it. 

That's an extremely bad example, but that kind of 
thing happens a lot with licensed games. Game devel¬ 
opers want to use a popular movie or comic license in 
a game to make a quick buck, and they force together 
some big piece of crap and shove it out the door. The 
really sad part is that the poor unsuspecting public, us 
gamers who happen to really love that movie or comic, 
see that it has a game coming out, so we rush out to 
buy it. And the developers get their quick buck at our 
expense. C'mon guys! Treat the license with respect, 
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treat its fans with respect, and build a game around it. A 
good game always sells better, honest! 

3-D vs. 3-D 

News flash: 3-D games aren't inherently better than 2- 
D ones (gasp)! I know, I know—it's hard to believe. 
After all, if 2-D games were still any good, then why 
would every game developer under the sun spend mil¬ 
lions of dollars on the latest in hi-tech 3-D rendering 
technology? The reason is simple: it's a fad. Developers 
will tel! you that 2-D games don't sell anymore, but 
that's only because nobody makes them. 


What 3-D Provides 



A 2-D or 3-D? Gamers have rushed to 3-D games because 
they are newer, but recently 2-D gaming has resurfaced. 


Having said all that, 3-D games do have several advan¬ 
tages over 2-D games. For starters, you can create real¬ 
istic, free-roaming landscapes that will let the character 
run in any direction you can think of. This is ideal for an 
exploration game, since the extra space gives you so 
many more avenues to search. 3-D games also look 
more realistic, in general. This is mainly because the 
characters can use motion-captured animations to 
accurately mimic real-life movements. Finally, 3-D 
games are great at completely immersing the player 
inside of the game world. With a 2-D game, you're 
always watching it from the outside, usually from just 
one side. But with 3-D, the game world surrounds and 
envelopes you, and it's easier to believe that you are a 
natural part of that world. 



What 2-D Provides 

Still though, some ideas just work better in 2-D. What 
you generally get is tighter control, and a much better 
sense of where things are in relation to the player. This 
can be imperative with action games because of all the 
spatial puzzles that are involved, such as jumping from 
platform to platform or judging the distance between 
yourself and an enemy. For example, take a look at the 
recent PlayStation update of Castlevania , Because the 
game focused so heavily on action and "twitch" game- 
play, Konami decided to design the game in the 2-D for¬ 
mat. Now, if you were to try to make that exact same 
game in 3-D, not only would you not gain anything, you 
would severely damage the simple playability of run¬ 
ning, jumping and slashing. 

Someday 3-D games will advance far enough so the 
controls will be just as tight and responsive as 2-D, but 
it won't happen very soon. We've spent years upon 
years honing the 2-D game, ever since games were 
invented. 3-D gaming is still a relatively new concept, 
and it will only improve as time goes on and developers 
get more practice working with 3-D environments. 

Consider the 
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It's extremely important that developers consider the 
limitations of the hardware before making a 
game. A game with 5,000 rooms to explore 
may sound like an impressive idea, but if 
players are forced to wait through 10 sec¬ 
onds of load time between each room, 
forget it! 

Keeping it Real 

Some recent games have tried to 
reach a little too far with 3-D 
environments and heavy 
amounts of polygons. As a 
result, other important factors 
suffer, such as the framerate or 
number of characters allowed on 
the screen at once. A good devel¬ 
oper knows his limitations and 
works within them. Also, it's impor¬ 
tant to keep the focus on what's most 
crucial—the gameplay. Too many programmers love to 


A A vast environment that stretches for miles sounds good 
in principle, but if the result is Bubsy 3-D, just say "no." 


pat themselves on the back for coming up with all sorts 
of technical wizardry, even when their neat little tricks 
are at the expense of the smooth play of the game. 

For example, when games first started coming out 
for the PlayStation, nobody could figure out how to do 
true light-sourcing because it took up too much of the 
system's power. It just couldn't be done. But eventual¬ 
ly, developers did figure out how to squeeze light-sourc¬ 
ing in. Now it's in almost every game, in some form or 
another. It's really great that programmers have found a 
way to make the hero's shield glimmer at just the right 
trajectory in proportion to where the light is coming 
from in the room. But in many games, this is a 
complete waste! If there's extra power that's being 
used up to do this, it would be much better spent 
at getting the game's miserably slow frame rate up, 
so we can at least make the character walk a straight 
line. And what's with all of these super-dark games 
that have been coming out recently? Developers 
are doing this just so their wonderful "true light¬ 
sourcing" is more dramatic. Great, now if only 

Gameplay always comes first. And some¬ 
times developers just have to accept that the game 
that they want to make cannot be supported by the 
hardware well enough to warrant making it. We have 
to work with what we've got, and put the more 
advanced ideas on the back-burner, until technology 
catches up with us and we can do these games right. 





Have all of the good videogame ideas been taken? 
This seems to be a concern with 
gamers everywhere—that 
after so many years of 

gameplaying and so many \j 

millions of games, the X^sA YA 

world will finally run out of 

ideas and gaming will come | 

to a standstill. But just think r^A . 7 Ifex* 

of the totally original concepts f 

that we ve already seen on /'~N\ S| 

the PlayStation during it's short { )\ 

lifespan thus far: Tomb \^a 

Raider .. Resident Evil ... Parappa. 

These games defied all genres and gave us 
something we'd never seen before. And even 
though those ideas are now taken, you can rest 
assured that somewhere out there, the seed of an 


idea is growing in some young develop¬ 
er's head—an idea that will give us the 
1 next great new type of game. And 
\ there are plenty more ideas where % 

ft 

V that came from. 

\ Even after all this time and so 
\ many games, videogaming is still in 
V its infancy. New' types of concepts 
N \ and ideas are out there that we 
J \ can't even dream of yet. Further 
advances in technology will open 


will change games like never before. And game 


gence 

control will eventually evolve to the point where we are 
so immersed in the game, the line between the game 
world and reality becomes completely indistinguishable. 

Of course, well always have great new action 
games, racing games, fighting games, and so on. 
Maybe the next big game won't always re-invent the 
genre, but a lot of great new ideas lie ahead of us that 
will help keep these games just as fresh and exciting as 


they've always been. Yep, videogames are still in their 
infancy. We're still crawling, but soon well learn how to 


up countless new doors 


walk, and eventually, to fly. 
The sky's the limit! 


Imagine play 


ing a game in which 
a real conversation with one of the 


characters, where its responses are created specifically 
to answer your questions. Advances in artificial intelli¬ 




































3 








'Stj 





i $jjH 

ft 


# 


SSI ; • 


J ,'i4 J! 

$$$ 

: 

tty 

% 

•#V', 



Ull' 

!r ‘‘ ■ ^ 

■u i 

HiSl 










i'V r . ■- / 

i 













UNIVERSAL 
INTERACTIVE STUDIOS 


PlayStation and the PlayStation logos are trademarks of Sony Computer 
Entertainment Inc. Crash Bandicoot 2: Cortex Strikes Back & ©1997 
Universal interactive Studios, Inc. All rights reserved. Developed by 
Naughty Dog. Inc. All rights reserved, www.playstation.com 













































































































































































































































































































































































































































































































































I.-:-: co 






’.V.’.'.V.'v-.iV •» 

- I 

' J 




- ' - • :• 


• • • . 

:■v, .! ; . v ■ 




‘-v* v 

• 


: ■ 












i pfcj-ij.; . ; 





■ 

y Vj.. A l .\ . :. 









This time, C»~a$h will have to work his way through huge, all new 
environments. Hell fly with a jetpack, surf on a jetboard 

y 

and saddle up a polar bear cub. He s got new moves, he’ll meet 
new characters and he II face plenty of dangerous new 
obstacles. It won’t take long to realize: Only the strong survive. 



















































































































































































































































































































































































































































































































































































































































































































































































































































































Publisher Sony CEA 
Developer Hudson Software 


Release Date March 
Type Fighting 








human 


moves 
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A This game is showered with flamboyant 
attacks that are a joy to look at. Explosions 
electricity, and a high framerate make any : 
cial move an attention-grabbing event. 


A Sony has added an extremely useful dodge 
feature to the U.S. version that allows gamers 
to sidestep incoming attacks. This single feature 
adds quite a bit of depth to Hie gameplay. 


A Just like in the Tekken series. Bloody Roar 
features end cinematics created in CG. They 
will reveal your character's background story 
when you finish the game. 


Hudson's fearsome fighter is almost upon us 


PSm-riginally titled Beastorizer in the 
m j in* arcades, Hudson Soft's Bloody 
Boar is close to being released for Play¬ 
Station. In fact, the name may still change 
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yet again. Sony has also changed the 


for full 3-D movement in the ring, an option 
that the arcade and Japanese PlayStation 
versions sorely lacked. The new "edit 
combo" mode allows you to create original 
moves for your characters and then 
save them to a memory card. 
■fiferc Some of the other additional 
ylT options include a survival 

mode, a time attack mode, 
; and a training mode, 
fellijif Another interesting fea- 
ISf ture 30® secret Bonus 
V menu that allows you to 
adjust different aspects of 
•••"' the fighting, depending on 

how: many characters 
you have finished the 
game with. 

Bloody Roar has 
eight initiafiainas (one for each character), 
and it supposedly has two hidden ones as 
well. Each arena is enclosed by a Fighting 
Vipers-esque cage that can be destroyed, 
leading to possible ring-outs. 

With all of these interesting features 
going for it, Bloody Roar has a good shot 
and ending up as a very popular fighter. 


:■> Beast mode is 
where you 
really let it all 
hang out, with 
more savage 
attacks! 


game features exclusive to 
the U.S. 

Sort of a mix between 
Street Fighter 2 and Virtua I 
Fighter 2, Bloody Roar | 
takes a lot of traditional T 
fighting game moves and 
combines them with a rather 
unique gameplay element 
Each of the game's 
eight polygonal charac¬ 
ters have the ability to 
transform into varying 
beasts, which allows them to perform 

Yr.-•• :■ ■; .-.v,. n-.v .. .v.-v .-v r. shf.'iivY. v. .. , v. . ‘ ir.j-,i-y.,-.,.... • 

even more moves that are not possible in 

,itaftsjGfc-I*v.1 * i} >%vJ;a*„ v* ,v.i • sv^Vm. - *. - ^ . ,• , -»•„ w. ... .^y..., . . Jt ...j. •... JtV 

their, normal form. The animal forms 
include a wolf, lion, rabbit, boar, tiger, goril¬ 
la, fox, and boar. The controls are pretty 
straightforward, copying VF2's three-but- 


The "Auto Guard" feature will protect you 
against attacks when you are standing still, 
allowing you to focus stricHy on the offense. 


niWi. 


A Another PlayStation exclusive, the "RAVE" 
mode causes your character ta glow with ener 
gy and enables you to pull off special combos 
that are normally not possible. 


kicks, and one to transform into a beast. 
Another button is set aside for the Rage 
mode, but that will probably not be used 
too much in battle. 

An added sidestep feature now allows 




If turned on, the energy 
bars and beast gauge will 
become invisible, making 
the game that much more 
difficult to play. 


By beating the game with 
all of the different charac¬ 
ters, you unlock a new 
secret mode of play each 
time. You can access 
these on the "Bonus 
Modes" screen, where 
you can toggle the 
enhancements on or off. 


A As soon as your beast 

* 

meter glows and the word 
"BEAST" appears, you can 
change into your alternate 
form. If you get hit too 
many times, you'll revert 
back to your human form. 


A After finishing the game 
with one character, the "No 
Gauge" mode is selectable. 


After defeating all eight standard 
characters, you will have to face 
Uriko, the final boss. Her attacks 
are extremely powerful, and she 
is adept at dodging attacks. You 
will have to be patient and use 
every move in your arsenal to 


pff ss snw 


/ In her normal form, Uriko is a tall 
slender female who relies mostly on 
energy-charged attacks. She is 
extremely fast in this mode, but not 
very powerful. 


Uriko's beast form resembles some¬ 
thing out of Resident Evil 21 Her attacks 
are now slow and clumsy but much 
stronger. Dodge them or you're dead. 

























































































































































































































taking Gex 2's popular references. 
They're obviously having a lot of fun 
along the way! So far there's no sign of 
''Gexzooky,'' though... 


A As Gexziila, 
you must fight 
this mighty 
purple guy. 
"Mecha- 
Gexzilla"? 


AGexzilla's letting out o mighty roar. The purple guy has Gexziila on the 
Sometimes it just feels good to ropes with his electric breath! Where's 

destroy the city for a little while. Gexzooky when you need him? 
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A The Main Gecko 
himself, just cold 
lampin' by his fly 
TV set. 


The thi 
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S s Gex 2 gets closer to release, 
the updated versions that we 
get here at PSM keep getting better and 
better. In the latest revision, almost all of 
the levels are playable and Gex's control 
has been tuned very tightly. 

Unlike the original Gex, which was a 
side-scrolling game, Gex 2 Is a fully 3-D 
platformer akin to Croc or Bubsy 3-D. 
This means that you have full freedom of 
movement through ail of Gex 2's expan¬ 
sive 3-D levels. Despite their immense 
size, however, the only noticeable load 
times are at the beginning of a level. 

The game plays just as a 3-D plat¬ 
former should. The analog control is 
responsive and easy to use, and the 
floating camera isn't too awkward. 
Luckily, when the camera does get into 

a iess-than-ideal 
spot (which 


doesn't happen often), you can take 
manual control and spin it right or left. 

In addition to the horror, ruins, and 
space levels that we showed you in our 
first previews, we've now seen the 
kung-fu stages and the way-cool 
Gexziila, police, super-spy, and futuristic 
worlds. Also in our latest version is the 
beginning of a "Gilligan's Island" level. It 
isn't done yet, but it looks pretty funny, 

Comedian Dana Gould returns to 
give our hero loads of one-liners, which 
he randomly spouts off during the 
course of the game. The best part about 
these clever quotes is that many of them 
poke fun at TV and fiim. The imperson¬ 
ations are especially funny. 

Everything is coming together, and 
hopefully we'll have a review copy next 
month to put through the paces. Until 
then, Gex 2 is definitely one to watch for. 


<4 Gex himself looks incredible, with a super-smooth surface and 
bright, colorful textures. His mouth even moves when he talks! 


A The "ancient Chinese secret" that Gex refers 
to must be how these ninja manage to conceal 
a dozen or so stars that are half the size he is. 


A Gex 2's environments are both expansive and 
beautiful, with a hefty supply of dramatic 
PlayStation light-sourcing. 


Publisher Midway 
Developer Crystal Dynamics 
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"Lolly, lolly, folly get your adverbs here 
"Stop that pigeon!" l|||i 
I'm the ultimate weapon baby. Yeah! 
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The imperial fleet would never follow us 
into a floating furniture field" 


"Oh no, not the Hellraiser box! 




Croc and Crash bet 
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Here's a shot of a bonus stage. Note how 
everything is mode out of TVs—a testament to 
the game's heavily pop culture-influenced style. 


A Along with its off-the-wall attitude, Gex 2 also 
has many traditional platforming elements. 


Release Date February 
Type Actian/Platferm 
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Publisher Dapcom 
Developer Capcom 


Release Date March 
Type RPG 
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■4 Fairies 
piay a big 
role iafer in 
the game. 
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A Certain spots on the map may be 
mysterious and inexplicable for now, 
but later on in the game you'll have to 
return to complete certain missions. 
Explore everything! 


A In certain fights, the enemy will be 
way too strong for you to defeat, even 
when your levels are high. This is 
because sometimes you must lose in 
order to progress. 


A It's important that you speak to each 
and every character in towns or on the 
map. You don't want to miss meeting 
up with a Master to apprentice with, or 
someone with important information. 


A Even the pink-froeked 
Princess Nina has a 
few untapped powers 
lurking within her. Take 
cover below! 


;> ■. ■:-!■! r: ■; 

■-••••••• ' * 




jftjteSScr 








I^Wmith Resident Evil 2 hitting TV screens 
nationwide, Capcom is now gearing 
up to release the third game in a series of 
RPGs new to the PlayStation, but well-known 
to role-playing fans everywhere. In our previ- 
, ous coverage of Breath of Fire 
^ we sketched out the epic 


your overall quest. Secret locations and mys¬ 
terious landmarks deepen an already massive 
mission in which you'll be solving cryptic puz¬ 
zles and travelling through expansive land¬ 
scapes. Battles are frequent when in a maze 
or field, but on the world map you're able to 
pick and choose which areas you wish to 
enter. You can set up camps on the map to 
replenish depleted health and magic, and an 
option to peruse Skill Notes, Master Lists, or 
change party members becomes available 
once you pitch a tent. This is extremely help¬ 
ful, since the majority of combat I can be 






storyline that gamers can 
fc expect to be immersed in. 
J With newer versions of the 
' game, we're continually 
L impressed by the 

. V amount of detail and 

. 

mk character interaction 

that is required as 

. aMh An * 

y°u progress. - 
The cities and 
landscaoes 
Nr are littered 

\r 

with charac- 
l ters who 

" have valuable 
information, 
secrets, and 
important items 
that are integral to 


' 




Throughout the game you'll experience 
everything from coliseum contest show¬ 
downs to sailing on the open sea. Breath of 
Fire III seems to have it all, and Capcom pro¬ 
vides gamers with an intensely involving sto¬ 
ryline with rich, colorful graphics and highly 
developed characters to boot! Packing over 
60 hours of gameplay, innovations in RPG 
camera controls, and countless side-quests, 
Breath of Fire III may just put Capcom on the 
RPG map for PlayStation owners this March. 


that you fl bs abls to acouira a Each fishing spot will hove its 
some Of the incredibly rare foh*atmayormaynotbeav, 

' watering holes. You'll need to cl 

items throughout the game. - 

You'll need serious skills in jji iiim 
order to reel them all in, but 
don't worry—each time you 
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4 Capcom s top-notch art staff cranked out some awesome character designs 
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A Your Fish Data Book is a guide to what kinds 
of fish you've caught in the past, and how 
many points you received for each. 
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in the really big fish can be a difficult thing to 
do with some of the weaker rods. 


s someone 


irectional buttoir chanae Pa&es 


ing on which "Genes" you acquire and how you decide to "splice" them during battle. Your first 
Gene will summon Ryu's fire skills into action, but you can mix and match up to three genes for dif- 
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u, U. Depending on how you splice the Genes, Ryu 
LYFTT may look a litfie different once he 'ascends' to 
his dragon form. 
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A Ryu's breath attacks are surefire ways of tak 
ing out ALL of the enemies at once. Let's just be 
glad that this guy ts on our side! 
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T Charging up for a special move, 
Paul narrowly misses Jin's attack. 
However, it doesn't look like Jin will 

be as lucky. 








A Reanimated after 15 years of suspended ani 
motion and brainwashed, Nina Williams has 
been commanded to assassinate Jin Kazama 
and any others who might get in her way. 
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extreme 


be an original move, but Jirt 
seems to pull it off with a style 
all his own—lightning and all. 
Even Ryu's Dragon Punch seems 
tame in comparison! 


attacks in the game, and 
can send an opponent 
flying across the entire 
screen. Nina is definitely 
going to feel that one in 
the morning! 
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Publisher Namcu 
Developer Namco 


Release Date TBA 
Type Fighting 


► If there's one thing thot oil 
three of Tekken 3's fighting 
femoles have in common, it 
must be that they'll all 
"break your heart, and 
then kick your butt 


The newest addition to Namco's franchise 


fighting series pushes the PlayStation to the max 


asily one of the most eagerly-awaited 
games this year, Tekken 3 is almost 
to make its appearance on the 
PlayStation, After months of secrecy and denial, 
Namco has finally released these first screen- 
shots and info. And as you can tell by looking at 
the pictures, the game simply looks amazing. 
Yet, contrary to popular rumors, it will not come 
with a hardware upgrade of any kind. Namco 


The story of Tekken 3 opens at the close of 
the previous game. The King of Iron Fist Tourn¬ 
ament 2 has just drawn to a close, and Heihachi 
has defeated his evil son Kazuya to regain con¬ 
trol of the powerful Mishima Conglomerate. 
Not knowing that his son has had a child with 
Jun Kazama, Heihachi throws his lifeless body 
into a volcano. Now, 19 years later, that child 


m 


► Jin Kazama, 
son of Tekken 2's 
Kazuya and 
Jun, is out for 
revenge 
against die 
dark power 
that corrupted 
his father. 


against the dark force 
that corrupted his 
father. To do 
that, he 


At least 18 playable characters should be 
included in the port, including Mokujin, the train¬ 
ing dummy, and Ogre, the end-boss—but most 
of them will be hidden. Most of the cast is 
made up of returning favorites such as Paul 
Phoenix and Heihachi, but the game will have 
plenty of new characters to learn. And while it's 
unlikely, there is a chance that the developers 
will be adding other characters exclusive to this 
port. Even if they don't, Tekken 3 for PlayStation 
will have many extras that were not found in 
the arcade version. Both the training and team 
battle modes have returned from Tekken 2, and 
Namco has also hinted that several new options 
wifi be making appearances. Needless to say, It 
looks like gamers will definitely be getting their 
money's worth. 

It seems that Namco has managed to pull 
off an incredible port. The characters and back¬ 
grounds are beautiful, and all of the special 
moves and combos should certainly be intact. 
However, well have to wait and see if the Play¬ 
Station version will have the same dead-on con¬ 
trols and smooth animations of its arcade coun¬ 
terpart. But if we know anything about Namco, 
we're sure that Tekken 3 will deliver the goods. 
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A It's a testament to Namco's talents that the 
characters look so good, especially since the 
original arcade hardware (System 12) is quite a 
bit more powerful than the PlayStation. 
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A A kick to the head is always a great way to A Granted, the game looks great, but it's the 
get your opponent's attention. Ling Xiaoyu's gameplay that will make or break this title, 

extreme flexibility and mastery of the Phoenix Gamers have gotten used to arcade's dead-on 

Arts enables her to pull off some amazing controls, so the PlayStation version will have 

looking attacks, like this one. some big shoes to fill. 


A With the increased speed and response 
found in Tekken 3, gamers will be able to 
dodge more easily. A side-step feature has 
also been included that helps you avoid 
incoming attacks. 
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Publisher Psygnusis 
Developer Travellers Tales 
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tone contains 
seven broken 
fragments of 
an Hour grass. 
You will have 
to collect all 
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jng up on the PlayStation, but 
to capture the overall feel or 
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designed by the Jim 
Henson Creature 
Workshop in London 


nosis is hoping to give Nintendo's mascot a 
taste of his own medicine. 

You play the role of an inventor's son, 
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Master. Trying to rescue him, and armed 

with only a special Bubble Gun, you enter an experimental time machine which cat 
pults you into different eras of history. You will be able to explore six different zones 
a castle, Aztec temples, Old West towns, a Galleon, Atlantis, and your father's lab. 
Each zone changes depending on which era you visit it in—past, present, or future. 
In the past, you may wind up on land, while a future era may have you swimming 

SIP 1 ' ., at the bottom of the ocean. It will be quite interesting to see 

WWW al1 the different zones look at different times. 
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just might be the case. The game engine is so fine-tuned that 
special effects such as real-time environmental texture mapping 
(which is used to give metallic objects and water a reflective look) can 
be pulled off rather easily, The game also runs at a blistering 60 frames 
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ke one immersive world, loading time between rooms has been games, jumping 
kept to the bare minimum. In fact, loading time is so short that it is , fj. n in jp° rtant 
gives the game a classic "cartridge" feel. s ' ** eqrn ‘ 

Even in its early state, Rascal has it going in the graphics 
department. Textures look extremely dean and high-res, and the water simply looks 
ibeautifu! 


A Check out that Rascal in action—at 60 frames 


on the graphical flair can 
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After activating a switch, such as this 
green block, you may have to search 
around a bit to see what effect it has 
had on the level, Here, a gate has 
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A Different gameplay modes are included so 
Rascal doesn't get repetitious. You can 
"snowboard 


games different environments. Most can be taken 
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ammo, so you will a Realistic-looking water has always been a dif 
jps from time to ficult thing to do on the PlayStation, but the 

developers of fiasco/seem to have pulled it off. 


time to keep it fully charged 
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without sohao traps to impede your 


lava pools to your wooden spikes 
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Watch out, Rascal! 


A Just like a scene from Indiana Jones, these 
marble pillars rock back and forth at varying 
times. Learn their patterns and slip on by. 


A Lava pools, such os this one, will drain vast 
amounts of your health if you fall in them. 
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> Meet Tonba, a boy from the wild who doesn't 
take any crap from those nasty Demon Pigs. 

He may not be the smartest action 
hero, but damn, can that boy dressl 


Considering the world of Tonba is populated 
almost entirely with angry pigs, it seems strange 
to see a car here. What could its purpose be? 


A Tonba makes use of some rather primitive weapons, but they are still really effective. This 
string and rock comes in pretty handy when you need to bust up a little pig-butt. 


Sony's 


jumping onto enemies, he can grab 
them and then throw them at 


Q t first glance, Tonba looks like 
most any typical 2-D action plat¬ 
former. So what makes it so special? It's 


1 Hidden m *is oversized egg is a special power 
up. You'll have to get rid of that mother bird first, 
though—and she looks pretty protective. 


power-ups ranging trom such 
things as a hurricane shield (to 
protect him from enemies) to a 
frog backpack. Since there are so 
many items to find, Whoopee 


be released by the new development 
company Whoopee Camp. Headed by 
former Capcom employee Tokuo Fuji- 
wara, who is responsible for such amaz¬ 
ing classics as Bionic Commando and 


a storage system that puts the items 


started just so unique and fun games like 
Tonba could be created. 

Tonba, the main character, is a 
strange boy from the wild. An evil 
demonic pig has stolen an important 
bracelet, and Tonba must do everything in 
his power to get it back. Needless to say, 
that task will be far from easy. 
Fortunately, Tonba has several useful 

— skills to help him 

in his jour- 
/ kjBfiBBk ney. After 


In the vain of Ghouls and Ghosts t 
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Tonba is pretty much 2-D. However, you 
can: walk f into 


the background during 
certain parts of the game. Several RPG 
elements have also been added. You will 
talk to other characters, as well as help 
them, to get more clues as to the where¬ 
abouts of the bracelet. 

Tonba may not look like anything spe¬ 
cial at first, but after only a few minutes 
of playing, you reveal a game that is truly 

ingenious in its own 
way. it's definitely 
looking like it's going 
to be a really fun 
title, and you can 
bet that you will be 
hearing loads more 
about it in upcoming 
issues of PSM, 


A "I see a pitch fork, I kill the pig holding it." 
There's a world infested with legions of Demon 
Pigs out there, and if Tonba can't take 'em all 
on, then we're truly in for the dark times. 


Jumping onto this fiower forces it to 
discharge a huge cloud of pollen. This 
tends to push those zany pigs away. 


MW 


Tonba is played in a 2-D game setting. However, 
most of the graphics are polygon-based, so you ca: 
rotate and view them from different angles. 
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A When making a long jump, Tonba 
will grab onto the edge of the plat¬ 
form you are jumping to. 


A You can smash different items in the 
background with your weapon, 
revealing useful power-ups. 


A Hints from the local inhabitants will help you figure out new skills, as 
as the weaknesses of your enemies. 




containers 


chase after some of them. One 


on your back. However, it is still unknown 
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y 4 This game just oozes 
/ realism/ from the actual 
real-life drivers/ to the 
real tracks, to the real 
sponsors, to the real cars. 


4 Realistic camera 
angles and two separate 
color commentators add 
to the television-like pre¬ 
sentation of Newman/ 
Hass Racing. 
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Jw ► The amount 
of detail found 
r in the tracks is set 
to eclipse that of past 
Psygnosis racers like FI: 
Championship Edition, 
thanks to the game's third 
generation 3-D engine. 




A Don't like the way your car is handling? a If your pit crew's slow on the job, you're 

This game provides a number of options for in for a load of hurt. Hopefully they're as 

tuning your high-power racer to perfection. quick as they are impressive-looking. 




Psygnosis' latest racer takes on the 
high-stakes world of U.S. motorsports 


pr ZZjjjj ollowing the success of its acclaimed 
Formula 1 franchise, Psygnosis is 
throwing its hat into the expanding pack of 
racers based on the U.S. racing circuit known 
as CART. With development house Studio 33 
at the helm, Newman/Hass Racing carries an 
official endorsement by the CART racing 
team of the same name, but its connections 
to the real-world drivers and courses of the 
circuit doesn't stop there. 

Slated to appear in the final game are 15 
licensed CART drivers, including such popular 
faces as Michael Andretti and Christian 
Fitapadi. Having the actual drivers in the game 
adds a good bit of realism, but they're no 
good without their trademark cars and some 
famous tracks to race them on. Thankfully, 
we don't have to worry about that, as Studio 
33 has recreated each drivers' car right down 


to the sponsors' iogos. On top of that, 11 
licensed CART tracks, ranging from Laguna 
Seca to the recently-opened Texaco Grand 
Prix of Houston, are all up for grabs. 

Licenses aside, the developers have 
noble plans for the game's technical aspects, 
including a 3-D engine that even outpaces the 
one used in Formula 1: Championship Edition. 
Also planned is a rear-view display that will let 
players see the position of competitors 
speeding up behind them. 

With its official CART license, third-gener¬ 
ation game engine, and Psygnosis' proven 


ralt-dP 


: No, it's not a certain Sega racer—but it Each driver's car has been faithfully re 

does make use of rolling starts. created, right down to the sponsor logos 


Newman/Flass Racing is poised to appeal 
both to fans of the emerging circuit and 
Formula 1 racing alike. We'll find out how well 
it fares when it hits everywhere this March. 




A The use of real-world sponsors goes 
beyond the car decals and onto road-side 
banners and signs. 


A Hitting the side of the track might not be 
the best thing for position, but it does result 
in some incredible spin-outs and collisions. 


mrmf 
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Publisher Psygnosis 

Release Date March 


Developer Studio 33 

Type Racing 
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From its licensed drivers to 
its accurately dimensioned 
tracks, Newman/Flass 
Racing is firmly rooted in 
the world of the CART 
racing circuit. 


b^rrin? k 1550, mK tod j ^ in b/ Wt, 

nix ci l rttfcng 6eus -q 50,000 rtong fxrvg fraa ’ 
tU ****** ***** ,irt 

For those who want to know a little 
more about the concrete they're driving 
on, a brief history lesson is in order. A 
nice touch for the serious racing fan! 


Every aspect of the circuit's tracks has 
been painstakingly recreated, as evident 
from the track statistics screen shown 
before each race. 


Fifteen of the CART circuit's most rec 
ognized drivers are up for grabs. Go 
ahead, see if you can match die real 
Michael Andretti's times. 


Each track's noteworthy (and some¬ 
times unusual) landmarks have made 
their way into the game. Case in point: 
this giant goat. 
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PlayStation 


CONTENT RATED BY 


PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. "ALUNDRA" is a trademark of Sony Computer Entertainment Inc., licensed by Working Designs. Original Game © Sony 
Computer Entertainment Inc./Matrix 1997. English Translation © Working Designs 1997. "Working Designs" is a registered trademark of Working Designs, Inc. All rights reserved. Landstalker is a trademark of SEGA 
Enterprises, LTD. Combatting wetness, one dream at a time! For a dealer near you, call (916) 243-3417. Call 1-800-771-3772 for Game Rating Information. 
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A noble warrior on 
a quest to rid the land 
of evil, this knight is 
belter at strategy than 
brute strength. 


monsters! 


W^whife the original Master of Monsters (released on 
UfenJf the Sega Genesis) was not a vastly popular title, it 
did find its niche with a group of hard-core strategy fans. 
Hopefully, this same group of gamers will take notice when 
the 32-bit foliow-up is released later this year. 

The basic goal of the game is to completely take over 
the world map that you are playing on. You accomplish this 
by attacking and destroying all of your opponent's mon¬ 
sters. And while this goal may seem simple, the sheer 
number of tactics you can use to achieve it is what makes 
Master of Monsters so promising. 

At the start of the game, you will have to _ 
choose your character, or "Master." Each 
Master has varying special powers and 
summoning abilities, which enable you to 
call upon monsters you can use in battle. 


As you attack with your monsters, they will gain experience 
and magic points, changing form and learning more- 
powerful spells. Each monster also has a weakness, and 
the strategy is to figure out the best way to exploit the 
weaknesses in your opponent's monsters. You can also 
combine monsters, resulting in an entirely new creation 
that has the strengths (and unfortunately the weaknesses) 
of its parents. Another interesting feature of Master of 
Monsters is that up to four players can compete against 
each other. There is no need for a multi-tap, as gamers sim¬ 
ply take turns controlling their troops. 

^ Visually, the game is mostly 2-D, but the battle 

sequences switch into a full 3-D three-quarter 
view, sort of like Final Fantasy VII. Spells and 
attacks are quite impressive, and feature 

f dftlk \ en0LJ 9h flash to make many other RPGs 

1 jealous. Cool anime cut-scenes also break 
up the action and move the story along. 

^ v ^ / While strategy games had little pres- 
ilPYifpiy ence on the PlayStation a year ago, more 

and more are showing up. There is definitely 
W/JP going to be some serious competition this year, 
but the unique features in Master of Monsters, such 
as its four-player mode, could help it gain a much wider 
audience than it did on the Genesis. 


► The beautifully done anime-style Ff 
sequences help move the story along 


s Formerly a member of 
the church, this bishop 
has completely turned 
to the dark side. 

Do not under- 
estimate his 
abilities. M 


At the start, you choose a 
Master to play as. Each has its 
own strengths and weaknesses 


A Troop updates will keep you 
informed of what's happening out 
on the battlefield. 


A Dragons are one of the more useful monsters that you can summon 
because they have a large number of powerful attacks. 


The greatest ability of any Master is Summoning. This lets 
you call forth a particular monster or character to do battle for 
you. Just like in casting spells, however, you will need to fig¬ 


ure out what your opponent's weaknesses are so you can call 
the appropriate monster to exploit it. Summoning spells are 
always accompanied by a bright beam of light. 
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spells are some ot the most powerful 
attacks you have access to, so you will 
probably use them often, Be careful 
though, as each spell that you cast weak¬ 
ens you. You will need to figure out your 
opponent's weakness quickly and use an 
appropriate form of magic against it. 


A In most cases, undead creatures like this skeleton 
show little tolerance for fire... 


A ...So the best attack to use against it is flame* 
based, like this inferno spell. Let 'em cook. 
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CHOOSE YOUR MASTER 






.',y- ■ 





yr ' ‘ i t? ' 











sr. m\ 

+ ‘ ~ 1 - - ^ ' 

iSH-ij 

TA T/* [;■ j 


; ■ ’ y 

J' ' 

w ^ * 


A 


■FE-B-RUftRY 


AAA.A A AAAAAA A AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA.AAA 




AAAAAAAAAA*.AAAAAAJk*.AAAA*.AAAAAAAA*.AAXAAAAAlAAA*.AAAAAA*.A±AAA F 5 fYl 1930 A 













































































































































































































Publisher Capcam 
Developer Capcom 




Release Date March 
Type Action/Adventure 









When we left the blue boy wonder in 
our last preview, Grandpa had been 
dragged off to jail for crashing his airship 
into the lovely countryside. Setting off to 
bail him out, our Mega-friend runs into 

his fair share of 
- • - headaches... 


t::: 


a With the octo-boss out of the way, 
all seems normal—until the city is 
attacked once again by the Lego 
guys and their flying machines! 


A Along the way, he finds that the a After being saved, the girl 
mysterious girl he fought against promptly attacks the city without so 

earlier has been run up a light pole much as a word of thanks. Now is 

by a yapping dog. Serves her right! that gratitude? Geez... 


A Looks like it was a simple misun¬ 
derstanding after all. Now oil Mega 
Man has to do is fetch Roll and his 
crazy monkey friend... 




a ct i o n - p a eked on 




thing for driving giant robots. There's no 
word yet, however on whether Mega Man 
will be acquiring the powers of defeated 
bosses or not. 

By bumping up the adventure end of 
things, it's obvious that Capcom is aiming 
to do something new. But at the same 
time, it's also becoming clear that gamers 
who continue to thirst for that trademark 
Mega Man action have nothing to fear. 


I 111 ' ien we saw our s P unk y k* ue 

l^iJP hero back in issue three, he was 
making his way through town and showing 
off his fancy new footwork. But like all 
good things, the fun had to come to an 
end. So when the teaser demo had been 
all played out, we did what any self- 
respecting Mega Man fanatics would—we 
got our hands on the full-blown game. 

it seems as if our hours spent playing 
the demo paid off, for the final encounter 
with the demo's boss proved to be but a 
taste of the action to follow. We still don't 
know the full origin of this latest Mega 
Man model, or what sinister force he's up 
against just yet, but we can tell you one 
thing: Capcom hasn't skimped on the 
action in the slightest. 


< Capcom's 
latest Mega 
Man model is 
probably the 
coolest-look- 
ina one so 






Mega Man starts out the game with 
his patented blaster as standard 
equipment. But hell soon acquire 
some optional gear, the first of which 

is a landmine launcher that comes in 

: ' • .. 

handy early on in his adventure. 


< Roll is your 
partner in 
the game, as 
you both try 
to track 
down her 
missing 
parents. 
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take a decidedly adventure-oriented slant, 
but Neo has a generous helping of both 
platform and adventure elements. Mini¬ 
quests still play a major role in the overall 
game, but for as much time as Mega Man 
spends within towns, he’ll be spending at 
least as much time doing what he does 
best—jumping, dodging, and blasting his 
way past an army of robot foes. 

The action has been broken up into two 
flavors so far: traditional levels full of bad 
guys, and some incredibly wicked boss 
encounters. The bosses we've seen 
\ thus far aren't of the "Sparkman" or 
\ "Gutman" variety we've known in the 
] past games, but they require every bit 
I as much strategy to foil. It seems that 
/ those little Lego-looking people (and 
/ whoever's behind themj have a serious 


A So, exactly what is that crazy monkey good for 
{expect dancing up a storm)? Aside from doling out 
the occasional playing tip, he's your gateway to 
saving your progress in the game. 
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Tapping the Irian 
I butt l 

Mega Man set 




mme 


.Which 


if an \ 

enemy 
comes in 
contact with 
it, or the timer 
runs down. 


► Stopping in the heat of battle to buy a soda? Wh 
not, when it recharges your health to full capacity I 
a mere 100 Zenny... 
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a most ot me tracics contain at least one 
ramp for your jumping pleasure. Yee-ha! 
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Racing is introducing 
the racing genre to a whole 
new environment^—water! 


irumberd' 


A Landmarks, such as New York's Statue of Liberty, will actually light up 
when you race during the night. Just be sure to keep your eyes on the track! 


A You can view the two-player mode 
either horizontally or vertically. 
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In an effort to make Powerboat Pacino 

w 

as realistic as possible, the folks at 
Promethean Designs are working hard 
to make sure that the game's physics 
engine is as accurate as possible. You 
will actually feel like you are piloting a 
boat at extremely high speeds! 


Wakes produced by your boat will affect the 
handling of other boats that are nearby. It's this 
attention to detail that really stands out. 


Turning too sharply at high speeds may 
your boat to flip over. The resulting wave; 
push other boats away from you. 


As you increase your speed, the front of the 
boat will start to rise up—another realistic aspect 
of the game's engine. 



The gome 
sports a high 
framerate, 
even when 
several 
boots are on 
screen. It's 
unknown, 
however, how 
many boats 
you will be able 
to race against at 
one time. 


1111 ith the racing genre getting so crowded 
L^JP and competitive, more and more compa¬ 
nies are developing titles beyond the traditional 
automobiles and motorcycles. Enter Interplay, 
which hopes to jump-start the genre in a whoie dif¬ 
ferent direction with its new water-based racer. 
Powerboat Pacing is its name, and it's the first 
game of its kind to ever appear on the PlayStation. 

The developers are spending a lot of time to 
ensure that all the water physics are accurate, so 


rock in accordance to the movements of the 
waves, and wakes vary depending on the size and 
weight of the boat that creates them. The 3-D 
environments are also interactive, and they contin¬ 
ually change as the race progresses. 

In its finished form, Powerboat Racing will fea¬ 
ture nine different tracks located around the world: 
Japan, New York, the Grand Canyon, a Russian har¬ 
bor, the Amazon, rural England, Monaco, Norway, 
and one hidden track. Each is being carefully 
designed, and they feature real-life landmarks such 

as statues and bridges—not to 
mention jumps, tunnels, and 
other hazardous obstacles. Each 
track also has two to three care¬ 
fully hidden shortcuts. 

With its realistic physics, a 
split-screen two-player mode, 
E and 16 different boats to choose 
| from, Powerboat Pacing could 
I be just the game that racing 
| fanatics have been waiting for 
|| At worst, it should provide a 
new twist for a genre that is far 
too crowded with "me-too” titles, 


V The Grand Canyon wilt 
greatly test your boat ban 
dling skills. Hit a wall and 
you won't live to regret it! 
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A The first-person "in-boat" view conveys the 

I r 

true fee! of high-speed powerboat racing. 


Each of the 16 boats sports its own unique designs and advertisements 
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Publisher Electronic Arts 
Developer Electronic Arts 


Release Date March 
Type Racing 
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▼ Need for Speed 3 Is looking 
to take driving games to the 
next level of realism. From 
what we've seen, it's lookin' 
fine and cherry wine. 
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he original Need For Speed was regarded among 
gamers as a pretty accurate simulation of the driving 
experience. Need For Speed 2, unfortunately, was a disap¬ 
pointment—offering poor graphics and no actual sensation of 
movement (which is, y'know, pretty bad for a racing game). 
This time around, EA has gone back to the drawing board, tak¬ 
ing everything that worked in the first game and adding a 
brand-new, much-improved game engine. 

The premise of Need For Speed 3 is simple: take one of 

a spin along a variety of 


tically, even at this early alpha 
stage. Most importantly, the sen¬ 
sation of speed is back, and the 
overall experience is very playable. 
Back from the first title are the 
police ,who now take every oppor¬ 
tunity to pursue and capture you. 
They are even more aggressive, 
setting up roadblocks and dropping 

situations. 


esgnt lurDo-cnargea supercars 
roads. Unlike other racing games, NFS has always prided 
itself on being more of a "racing simulation." Because it fea¬ 
tures no unrealistic tracks or maneuvers, you must drive your 
car in a more conservative manner or you'll end up in some 
pretty spectacular crashes. Don't expect to powerslide your 
car around a hairpin turn at 100 mph and survive—things just 
don't work that way in real life. 

The first thing you'll notice in this version is the new 
graphics engine. Unlike the first two versions, NFS3 has both 
a high frame rate and some great scenery. New to this ver¬ 
sion is night driving (with both high- and low-beam lights) and 
a variety of different weather effects. The environments 

we've seen so far, a New England back 
road and a winding mountain pass, 
are nicely detailed. 

T On the gameplay front, 

NFS3 surpasses its previous 
incarnations in every way. The 
? car controls tightly and reaiis- 


tire spikes in some 

EA promises that the single¬ 
player game will be quite challeng¬ 
ing, with new computer artificial 
intelligence that will learn to 
counter player behavior. An 
advanced league mode features 
10 courses, as well as all of the 
obligatory Time-Trial and Mirror 
Some other features 


modes 

include traffic that can be turned Kv- . « - * 

on and off, a ghost car that lets you ’ ; 

practice against your best times, \__ 

and a much-needed tutorial to help 
navigate some of the tougher turns in the game. A two-play- 
er split-screen mode will also be in the final version of the 
game, serving to extend its replay value. 

Overall, it looks as if EA has learned from the mistakes it 
made in NFS2ar\6 is planning to return the franchise to its for¬ 
mer glory. Well let you know as soon as we get more. 


* 
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scenery can 
be quite 




beautiful—in 
some places, 
if almost 
looks like 
real-life. 
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A One of the best things about NFS is the 
excellent physics engine. Here, Noah 
shows us how he gets to work each day. 


A No better place to keep your car dry 
than on the steps of City Hall—a rational 
decision any normal person would make 


A The police are constantly trying to catch 
you. Getting through their roadblocks ain't 
gonna be easy... 
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Nice little graphical 
touches, like skid 
marks, are becoming 
more and more com¬ 
mon in racing games. 
We still think they're 


shortcuts that, once found, give you 
an advantage over the competition. 


A Here's a sneaky dirt road down t 
If only our commute into work had 
shortcut like this! 




As you can see in the followin' 
pictures, there is a dramatic vis 


and night driving. It must have 
taken some advanced mathe- 

. . ■■ . •. ■ ■- : r ■ ■ ■ • .■ .• ■ . • ■ ■ 

. 

matical mode! to figure that 

•: 1 ' , V 

out—something far beyond our 
meager comprehension. 


A Welcome to Everytown, U.S. A. During the day, 
place of happiness and joy... 


A ...At night, a place where your high beams and 
low beams will help you in your quest to find 
innocent pedestrians. 
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T Dark Knights offer a formidable chal¬ 
lenge to even the best dungeon explorers. 
When dealing with these guys, it's best to 
stay at a safe distance and use your spells 




can join together to Jm 

tackle the dungeons! ti M M 

Many of the dungeons 

are much easier and more fun to complete 

when you have a partner to watch your back. 


■ 


MBP selling PC game for most of 1997, 
Diablo is set to invade the PlayStation with a 
slew of new features added to the innovative 
gameplay that made the original such a hit. 

Played from an isometric viewpoint, 
Diablo takes the action of the classic hit 
Gauntlet and blends it with traditional RPG 
elements such as character levels and attrib¬ 
utes. The object of the game is to descend to 


ners can support each other, bad partners 
may accidentally kill you with an errant arrow 
or spell. In an innovative twist, you can save 
your character to a memory card and then 
play it with your friend's character from a - A 


fee- 


k While exploring, make sure to open 
every sarcophagus that you come across 
Sometimes they have magic inside, but 
be ready for some surprises! 


the evil demon lord Diablo. Along the way, 
you will encounter a wide assortment of bad¬ 
dies and some of the coolest bosses out 
there (like "The Butcher"—a giant demon 


With randomly-generated dur 
geons, more than 20 different 
spell effects, and well over 300 


offers loads of replay value. Every time you 
play, each dungeon will have a new layout 


You can choose from three unique char¬ 
acter classes: the Warrior, the Mage, or the 
Rogue. Each has its own strengths and weak¬ 
nesses and 
requires a differ- 


magic items present their own unique chal¬ 
lenges, because you never really know what 

you've found until you can 
get it identified 
back in town. 

fe -. Besides a new- 

1: ™ ™ iy done directional 

Ik Sfj control interface that is 

■r H more console-friendly, Climax has 
P also added several new graphical 
touches to enhance the 
PlayStation port. The world 
now goes through a day and 
night cycle, and new colored 


Warrior excels at combat, 
yet is weak in magic, while 
the Mage casts strong spells but £ 
gets slaughtered in hand-to- mfjk 

hand fighting. The Ranger of- j 

fers a combination of the two 1 

and primarily uses a bow or other long- m 
range weapon. As each character grows | 
in experience, you can customize their 
attributes to your liking and upgrade their 
weapons and magical abilities. 

The graphics are ideal for the game's dark 


'A The walls turn transparent so they won't 
obscure your view in the heat of combat. 




Mm ^ Flying 
Hi Demons 
can attack 
from the air, so 
watch your 
head as well as 
your back! 


PlayStation owners 
have been clamoring for this game since its 
release for the PC, From what we've seen, 


dungeons, and you never know whether 
monsters are waiting for you around the next 
corner. If you aren't careful, you could blunder 
into huge ambushes of skeleton archers, or 
even worse, some nasty fire-spitting 
9m abominations called "Balrogs." 

Wmi Where the game really shines is 
■1 in its multiplayer mode—two players 


▲ There's nothing quite as bad as being 
triple-teamed by a pack of monsters as 
you go for a pile of gold. Run away! 


keeping the took and feel intact, it has 
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A You can 




skeletons only become 
a real threat when 
they attack in large 
numbers. Otherwise, a 
few quick hits will turn 
'em to powder. 
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Daily updated news, 
exclusive previews, 
unbiased reviews, 
strategy guides, demos, 
codes, features, contests 
and live events - 


With over 30 sites that 
dynamically deliver the 
hottest game coverage 
available, you are sure to 
find exactly what you 
went, when you want it. 


Come find what over 4 
million gamers already 
know - one site can not 
give you everything you 
want, but one network 

dan. 
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Publisher Acclaim 
Developer Sunsoft/Cyan 


Release Date January 
Type Graphic Adventure 






This large tree dwelling is the 
first Hiing you'll see after trans¬ 
porting off of the island of Riven 


Riven takes you places 
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of detail and interaction seem to 


mm 


Myst: Even after several years, Myst still 
remains at the top of the videogame charts, 
so it should be no surprise that the company 
would eventually develop a sequel. Enter 
Riven, which looks to improve upon its pre¬ 
decessor in every area. 

What separates Riven from the rest of the 
graphic adventures out there is the manner in 
which the graphics are handled. As in Myst, 
the whole game is made up of individual still 
but highly detailed images—over 4,000, in 
fact. So, going through the game sort of feels 
like looking through a photo album. When you 
click on an item that you can interact with, 


is something much more. 

Even after playing an early ver¬ 
sion of the game for only a few 
hours, we were impressed by how 
much larger and more immersive 
the world of Riven is com:pared to 
Myst The game should provide 
quite a bit of challenging playtime. A blatant JP 
2-D game is a hard sell in a world where 3- / 

D is normally hailed as the way to go. 
However, games like Riven provide a £' 
nice change of pace. It will be really inter¬ 
esting to see if PlayStation owners adopt 
the game's nostalgic style of play. 

- 

Acclaim certainly hopes so—and so do we. | 

► Traveling on the ground is not always best—this 
ventilation shaft would save a you lot of time/ but you'll 
have to figure out how to stop the fan before you can use it. 




While Myst did an amazing job of por¬ 
traying a surreal and unique world, 
Riven does an even better job of 
drawing the gamer into a world that is 
extremely life-like. Tremendous detail 
was put into the game, from the mar¬ 
ble stairways to the wooden bridges, 
and each area you will visit has a dis¬ 
tinct style and design all its own. 


FMV segments. So while the game is inher 
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A This journal is one of the most important 
items you will find in the world of Riven. 
Understanding its contents could be a matter 
of life and death...yours. 


A Almost everything in the game is either a 
puzzle or a part of one. This map of the 
islands looks harmless enough, but you can 
use it to flood certain areas of the world. 


A Super realistic scenes like these really draw 
you in to the game's vast world. 




A While most of the game is comprised of 
still 2-D pictures, you can interact with items 
such as this revolving doorway. By carefully 
integrating FMV segments, an illusion of 3-D 
depth and movement is created. 


A Much like in Myst, you start your adven¬ 
ture off in a strange world, unsure of your 
exact purpose. However, this time you will 
sometimes run into actual island inhabitants 
that may or may not be able to help you out. 


A Your journey takes through several unique 
islands, each with its own look and style. 


'> .'res 


Every island has numerous pipes that inter 


steam, which is the principle power source 
for the local inhabitants. Since steam is so 
important, it will play an important role in 
almost every puzzle you come across. 


This is o pipe junction thcrt regulates where the Now that this pump is being powered by the A *<*Doing so allows you to enter the building 
steam travels. To activate certain machinery in redirected steam, you can use it to cool down and climb down this ladder. If you had not 

the world of Riven, you will have to redirect the and empty out the boiling water in the building solved this puzzle correctly, then the boiling w 

flow of steam to it. in front of you... would have prevented you from continuing. 


icon is used to dis¬ 
play which directions 
you can travel in and 
what items you can 
interact with. 


buttons that are located at both 

• . S.V.'7-V-VU: 

ends of the tracks, you can get a 


A The FMV during your ride gives the sensa 
tion of riding a primitive roller coaster. 








































































































































































































































































































































































































































































































































































Publisher Sony CEA 
Developer Sony Interactive 


Release Date March 
Type Sports 
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4 Houston Rockets co- 
captain Hakeem "The 
Dream" Olajuan will 
be lending his All-Star 
credibility to ShootOut 
'98, through packag¬ 
ing and marketing. 
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With over 30 different dunks and the 
ability to choose them on the fly, 
NBA ShootOut '9# promises 
to be one of the best basketball 
games above the rim, 
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A Yo Antoine, 
break me off 
somethin' special! 


i ■ 


► Great anima¬ 
tions on the 
dunks really 
punctuate 
the jam. 


A Now that's the form that Dee Brown used 
when back when he was the slam-dunk king. 
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make this game good bet for hoops 
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W p;. ast year, A/S/A Shoot Out '97 was the best one-player 

'• ; basketball simulation for the PlayStation (which has 
the best hoops games anywhere, of course). But that didn't 
stop the developers from throwing out the old engine and 
starting completely over from scratch. 

For the first time in this series' history, the game is being 
developed by Sony Interactive Studios in San Diego (the pre¬ 
vious versions were done in England—apparently the hoops 
capita! of the world). The motivation behind ShootOut 98 is to 
raise the bar in basketball games with the most realistic 3-D 
graphics and complete player control. The new ''Total 
Control” Passing, Dunking, and Shooting is set 

jn * 

to give gamers more control than ever ..._ 

before. Beyond that, focus on details like 

realistic player ratings, true-to-life NBA 

offenses, and an innovative momen- i 


passes, including no-look passes, 
behind-the-back passes, and fake pass¬ 
es. All of this extra control may come 
off as a bit confusing at first, but it 
should give ShootOut 98 a depth that 
most sports games never achieve. 
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4 "Total Control Shooting" puts more control into the 
player's hands, and even helps to get the loft over 
dominating shot-blockers like McDyess. 
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A The icon-passing, coupled with the new 
"Total Control Passing" system, makes the 

Out really advanced. 


A Different animations for jumpshots means that 
every player won't shoot like Latrell, like lost year. 


A Realistic stats and ratings ensure that players will 
perform much more like their real-life counterparts. 
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Electronic Arts has held on to the 
rights to use Shaquille O'Neal, 


include him. Now, several years 


& The million-dollar smile, the superman 
tattoo, and the monster dunks are here. 


A The player models look great for the 
most part, but still. Shag isn't quite this thin 
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Publisher Capcem 
Developer Capcum 


Release Date January 
Type Hurrar/Action 
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Normally, you can find a way to get past any door in Resident Evil 2 
However, when you see one like this that's completely boarded up. 


▲ The Umbrella Corporation is home to many strange and unethical 
experiments. By storing its "creations" in these liquid nitrogen cham 
bers, the scientists are able to preserve them for future study. 


P «*r^ esident Evil 2 should be out shortly after this issue 
hits the newsstands, but we decided to do one 
final preview just to tide you over. Some changes have 
been made to the overall gameplay since our last preview, 
and a lot more info has been revealed. 

The original design was to have two discs—one devot¬ 
ed to each character—but Capcom was even expanded on 
that! When you complete the game with either Claire or 
Leon, save it and then start over. The next game you play 
will be quite different. You will see new characters and 
monsters, and the locations of items and puzzles will com¬ 
pletely change around. This is a really unique feature, pro¬ 
viding up to four different ways to play through the game. 

In the latest version, Capcom has added sever- 
Lv al new FMV segments to provide the background on 
how Leon and Claire meet. Leon is the latest recruit 
fy for S.TAR.S,, and is driving into Raccoon City for his 
M) first day of work. Noticing a body in the middle of the 


basically where the game begins. 

Graphically, RE2 is quite a leap above its predecessor. 
The backgrounds are much more detailed, as are the 
polygonal characters. Items, which normally stick out like 
sore thumbs, blend realistically into the pre-rendered back¬ 
grounds and make the game seem that much more life¬ 
like. This is all due to the brilliant game engine that Capcom 
has designed. Virtually everything from the first game has 
been enhanced and refined. Zombies come in all shapes 
and sizes—there are now female versions, as well as 


Other monsters making appearances include giant spiders 
and moths, crows, undead dogs, and an incredibly large 
crocodile—all looking utterly real and amazingly scary. You 
will be jumping out of your seat every few minutes! 




a horde of zombies. Barely managing to escape, 

the! sister.: of IChris 


al! the elements that made the first title so great, plus a 
whole lot more! This is definitely going to be one of the 
biggest games of 1998, and PSM is going to give it the full 
treatment in our next issue. Get ready for an in-depth 
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Leon meets up with 
Redfield. As most of you know, Chris was one of 
the main characters in the first Resident Evil. 
% Apparently, he has gone missing, and Claire is 
H trying to find him. Teaming up, Leon and Claire 
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you next month in the March issue! 
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4 RE2 pits you 
against scores 
of vile, vomitous 
zombies, like this 
former cop. 
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h the library s rotted floor,you will 
find a diagram that looks like these bookshelves. You 
must memorize the pattern on the diagram, then position 
the bookshelves into their correct spaces. Doing so opens 
a secret panel with a crucial item. 


Hidden behind one of the paintings in the police chief's 
office is a peculiar block puzzle. You will have to gather 
three different colored blocks scattered throughout the 
station and place them in their appropriate spaces. Doing 
so reveals a secret door that leads down to the sewers. 





























































































































































































































































































































































































































































< The Tyrant is 
back, and he's 
tougher than ever! 


mm 






■ •; - 

:v:K::.'vv 
Vm- ■ 






As in the first game, RE2 contains a large assort¬ 
ment of trunks that you can use to hold your sup¬ 
plies, They come in extremely handy because you 
can only hold on to a maximum of eight items at a 
time. Most often, you will find a typewriter (used for 
saving) near any trunks you come across. 
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A Trunks like this one wil! open up when you press the 
"action" button in front of them 


Since Leon does not possess a lockpick like Claire, he 


A It's amazing how much detail Capcom put into the back 
grounds. They are easily on par with Fmaf fantasy VII. 
Everything looks real, from the plants in the hallways to 
the soda machines in this waiting room. 




will have to find the keys to open wooden drawers like 
this one. Normally the drawers contain some ammuni¬ 
tion or a first aid spray. 


‘.Vpc eAVrtEVii 


am 


hit*. 








A This selection screen will then pop up, allowing you to store 
items in the trunk or take them out. 


a This transport will irake you and Ada to the bottom 
area of the Umbrella Laboratory. Just be warned, a 
Tyrant-resembling creature will attack you when you 
least expect it. 
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A Every 
character you 
encounter in Rac¬ 
coon City seems to 
sort of 


flvjv. 


: 


hold some 
dark secret. This 
disturbing medical 
room is located 
behind a secret 
door in the police 
chief's office. We 
can only wonder 
what he used a 
room like this for. 
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If you're lucky, you might discover some of the secrets that Capcom has scattered around the 
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game. In the sewer system control room, for example, this locker looks ordinary enough. But looks 
can always be deceiving—push up against it to reveal a secret ladder leading down to a storage 
area. You will find some ammunition there. 
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Remember those red gems that we showed in our first 
Resident Evil 2 preview? Well; we found the puzzle they 
belong to. All you have to do is place a red gem in each 
of the little statues, and the larger statue will open to 
reveal a key. 
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We can't tell you much about this puzzle, because we 
don't really know what it does yet. All you have to do is 
adjust the switches so that the pointer is at BO. A mes¬ 
sage then comes up saying that something is "O.K." And 
that's about it! 


Not everything is so tough—you'll be able to solve 
some of the puzzles you come across rather quickly and 
without much thought. In order to lower the staircase to 
the clock tower, just use the z-shaped handle you found 
earlier in the records room. 
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Fighting monsters is no fun unless you've got some firepower to 
use against them. Scattered around the game, sometimes hidden 
and sometimes in plain-view, you will find an arsenal that would 
make the NRA proud. You don't even need any sort of license. 
Just lock and load baby, and you're ready to party! 
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The 9mm pistol is your default weapon and is pretty weak. It takes at least 
five shots just to "kill" a regular zombie. Don't even think about fighting a boss 
with it. You'll be dead before you even unloaded the first clip. 
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A The crossbow, one of Claire's exclusive weapons, fires off three arrows at a 
time. It's extremely useful against multiple zombies, but it also requires a lot of 
ammunition. You'll always be happy to find more arrows. 


-- 
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A Grenade launchers are some of the more powerful weapons in the game. 
Just aim in the general direction of your targets and you are bound to hit them 
The only thing that's going to be left is a burning corpse! 
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A Upgrading your shotgun with extra parts creates this super shotgun. It packs 
a mean wallop, and can easily blow apart an entire zombie. Just watch out for 
the recoil, which will knock you back a few feet. 


A The Uzi handles ammo differently than the other weapons. Instead of having 
a traditional bullet count, it uses a percentage number that starts at 100. The 
gun is also capable of holding an large amount of ammunition. 


Both vicious and fast, these zombi- 
fed dogs will continue to attatk you 
until you put them to a permanent 
rest. They normally come in pairs, so 
always watch your back and try to 
keep boH, dogs m front of you at a I 
times. Waifuntil theyare jus* about 
to leap at you, then let 'em have it 


A this Tyrant boss will challenge you 
during several different parts of the 
game. It was formerly a scientist 
who worked for Umbrella, but he 
got mutated by his very own ere* 
ation—the G virus. Now, it wanders 
the halls of the laboratory and 
attacks anything that it sees. You'll 
face it at least three times. 


A There are 10 different zombies in 
the game, and the Al is extremely 
good. Most often, they will attack in 
packs—surrounding you or forcing 
you against a wall. It normally takes 
at least five shots to kill a zombie, 
but this number isn't set. Of course, 
you can always blow them into fiery 
chunks with the grenade launcher. 






with a bullet to the head. 
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> One of Hie more disturbing creatures is this "tongue" monster. 
Strangely, he seems to mimic the comic book character Spider-Man 
Climbing along Hie walls, and scurrying along the ground, he will 


: ■. 


shoot his deadly tongue out at you 


Most people would agree 
that the creature designs i 
the first Resident Evil ga 


wont to 


‘ Another product of the G*Virus, While not really|a monster, these Spiders will definitely make you 

tills monstrosity just can't be bar- vines will attack you if you get too jump every time they appear. The 

gained with. It doesn't feel pity or close. They belong to a giant mutated first thing you'll hear is a sound like a 

remorse, and it absolutely will not plant that's growing throughout the beating heart, then you will see them 

stop until you are dead. Fortunately, laboratory. You'll encounter other climbing along the roof. Stay at a 

about 15 or so grenades will put the plant creatures during your journey, safe distance, as they like to spit 

sucker down. but they will be able to move. venom at you, and keep firing! 


An enhancement of the regular 9mm, 
between manual firing and automatic fi 
burst of shots, sort of like an uzi, while 

this auto pistol lets you choose 
ring. The automatic mode fires of a 
manual only fires one shot at a time. 
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"1 Lockers contain useful 
items and weapons, so be 
sure to check all of them 
carefully. You'll need a key 
to unlock some of them. 
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► Later in the game, you 
you will need to gain 
access to this computer. But 
it won't do you any good 
if you don't know the login 
user name. Oh yeah— 
you'll also have to fight a 
giant moth first... 
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4 Claire can't reach this 
crawlway, but if you play 
the game as Leon, Ada 
Wong (another character) 
will climb through it to the 
other side. You will then 
gain control of Ada. 
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► This room looks like 
something out of Aliens, 
but the giant moth found 
within is not that bad. A 
few grenades will ensure it 
never bothers anyone else 
again! 


V When playing as Claire, 
you will eventually meet up 
with Leon on the second floor 
of the police station. It's possi¬ 
ble that you will then be able 
to change characters and 
play as Leon. 


► You'll have to slow down this fan before 
being able to enter the tunnel behind it. Just 
use the metal wheel you have, attaching it 
to the colored control panel. The fan will 
spin to a stop, and you'll be able to climb 
the ladder. 
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\ W « This H-shaped 
Jrllte . . room is one of the 

first places you will 

Hk f| jSBHpr r visit before heading 

to the Umbrella 
Laboratory. In ^ 

the early version of 
the game, a boss character was 
here, but it now looks that Capcom 


A It seems like the police station is as large as 
the mansion in the first Resident Evil, having 
three floors and an endless number of rooms. 
You must completely explore everywhere 
before continuing on to the sewer area. 




You can view an auto-mapping fea¬ 
ture by pressing the Triangle button 
on your controller, but it will only 
show the rooms you have already 
visited. To get a. better idea of the 
layout of a particular area, you'll 
have to find one of the maps that 
are hanging on the hallway walls. As 
soon as you pick one up, the layout 
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► When looking at your map screen, it 
will only reveal the areas you have 
already visited. 


► You'll find area maps hanging on the 
walls of various hallways. Pick them 
up by hitting your "action" button... 


A ...When you do, the entire layout of 
the level will be revealed. You now 
know what areas are left to explore! 


visible in the auto-mapping screen 


A Meet Ado Wong, the girl¬ 
friend of an Umbrella scientist, 
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►When you 
come walking 
through this hall¬ 
way, a pack of 
black ravens will 
smash through the 
windows and 
attack you. It will 
probably scare you 
silly, because no 
one ever expects it. 
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A Some dogs will surprise you in the jail Who would expect zombies to attack 
cell area, but they are all locked up. Or dunng the saye-gapie scene? We cer- 

are they? If you attempt to go to the far tainiy didn't, and nearly jumped through 
wall and pick up the plant, they will bust the roof when it happened. So we don't 
out of their cells and attack you. You get spoil your fun, we aren't going to tell 
two surprises for the price of one! you when or where it happens! 
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the entrance to 


< Here is 
S.T.A.R.S., tucked away in a 
dimly tit hallway at the back 
of the police station. It is cer¬ 
tainly far from impressive. 




a Capcom made finding items a little a Is this a blood pressure tester? No, A A storage place for legal documents, 

easier by making them shine—no longer but it could be. Actually, this machine the records room looks like a storm hit 

will you have to search every nook and will be essential in creating a necessary it. The only item you'll find here is the j 

cranny to find them (aside from the hid- antidote for the G-Virus near the end of shaped handle needed to solve part of 

den ones, at least!). the game. the clock tower puzzle. 


"'?i< yVrffi 

B 

k ,L .V"--S Ay v 


Unfortunately 
for Claire, the head 
quarters doesn't 
offer much else 
about her 
brother's 
where? 
a bouts 


When you make it inside, 
all you will see is a disor¬ 
dered office devoid of peo¬ 
ple—the team seems to have 
disappeared rather hastily. 
The only thing you know for 
sure is that Chris Redgrave, 
Claire's brother, is currently 
away on assignment... 
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Y You can find a stale lunch sitting here & After you make it to the second floor 

in this break room. It seems that whoev- of the police station, you will want to 

er was here left iri an extreme lower this ladder. This makes traveling 

hurry...we would too if zombies were between the two floors that much easi- 

attacking us! er and faster. 


A The daughter of two uncaring 
Umbrella scientists. Sherry is left to 
fend for herself when the zombie 
infestation begins. Fortunately, 
Claire is here to protect her. 






see it crash 


ure out a w< 
tinguish them 
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k ...And use this 
water valve to 
put out the fire. 
You will need the 
metal wheel to 
do this. 
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k The flames from the crashed heli¬ 
copter prevent you from entering these 
two doors. 


A You will have to go outside, where 
the main wreckage is... 


A Packin' heat like Linda Hamilton, Claire has enough firepower to put even the most powerful 
boss in its place. Bring it on. Tyrant! 
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Strangely enough, the coolest boss in RE2 is not the last 
one. We don't want to spoil anything for you, but this boss 
character is simply amazing. It's probably one of the largest 


bosses ever to be found in a PlayStation title. What is it? 
None other than an incredibly large killer crocodile. This 
thing is really going to make you jump! 


A You can then fire a single shot at the 
canister, which will cause it to explode, 
taking half of the croc's head with it! 


4 Luckily, the croc is easier to kill tin 
you think. Run away from it and find 
this control panel on the wall. 


' As the giant croc comes closer, he will 
bite the canister and try to eat it. Bad 
move. Croc! 


A When you first see it, the croc will 
completely surprise you. It narrowly 
misses biting you in half! 


When you activate it, a gas canister 
will fall from the wajl, landing on the 
ground between you and the croc. 



































































































































































































































▼ These aren't your garden variety 
plants—these suckers will hunt you 
down and coat you in lethal venom! 
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A Herb plants still play an important role, but there are now more 
of them. Red ones will heal you almost completely, green ones will 
heal you halfway, and blue ones are antidotes for poison. 


backgrounds that this game has. A lot of it looks amazingly 
real, making the game feel like an interactive movie. 
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A Since you can only save at places that have typewriters, you 
will have to learn where they are. A trunk will generally be near 
by, so you can get the typewriter ribbons needed to save. 


4 A raised mechanical bridge 
prevents you from progress¬ 
ing further into the Umbrella 
Labs, but with a little muscle 
power and the metal wheel, 
you can lower it. 
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ipr A Capcom 

has done a 

■pF really good job 
Wr in preventing 
gamers from 
exploring areas of the 
game that they shouldn't 
be in yet. Obstacles, like 
this water barrier, will 
halt your progress until 
you have fully searched 
the surrounding area 
and found a way to get 
past them. 


Beautifully executed 
lighting effects litter 
Resident Evil 2, and 
help provide the same 
ominous and forebod¬ 
ing atmosphere that the 
first game had. 


Several other characters are roaming around the city aside from Leon and 
Claire. Ada Wong is one of the more important ones, but she only shows up if 
you play the game as Leon. Ada is the:girlfriend of an Umbrella scientist who 


A After taking an elevator down to the sewer 
area, Leon gets shot by a deranged scientist, 
Annette Birkin. Ada, who is accompanying hit 
at the time, decides to take matters into her 
own hands and chases after the scientist. This 
is when you take control of Ada. 


sewer until you reach Hus ladder. Normally, the 
ventilation fan would prevent you from climb¬ 
ing up, but it is currently not functioning. Watch 
out for the two large spiders that may wander 
inlatthis area after you! 


▲ After climbing up the ladder, you will enter 


A The game pretty much takes control of Ada 
from this point on. She will wrestle with the sci 
entist, knocking her over a railing into a deep 
pit below. Ada then wanders into a sewage 
actly where a certain huge, reptilian 


this ventilation tunnel, which happens to be 
crawling with bugs. Try to run through as fast 
as you can so Ada doesn't get hurt. After you 
exit, the fan will start up, lolling all those trou 
blesome bugs behind you. 


area—ex 
boss is located 
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To protect and 
serve/' huh? Try 
asking this cop 
for directions! 


While exploring the Umbrella 
Laboratory, you will set off a chain of 
events that will cause the entire build¬ 
ing to go into a self-destruct mode. 
With only a limited amount of time left, 
you will have to find your way to the 
underground train station in order to 
escape. This is when the fun begins. 


This giant plant used la be 
normal size, but it has mutated 
uncontrollably because of the 
G-Virus. Now it fills most of 
the building, and is releasing 
"offspring" that can move 
around on its own. Yuck. 


his manhole, which is strangely located in the cell 
block, leads straight down into the heart of the sewer. 
But you will have to find a crowbar before you can 
remove the cover. 


A Plenty of trains are around, but none of 
them look like they work. There is no electric* 
ity to power them, and the self-destruct timer 
is still counting down. 


After figuring out how to redirect the power 
to the trains you will have to fight a final 
boss character. Defeat it and you will be able 
to get one of the trains to work. 


Used for daily meetings, this conference room is now in 
complete shambles—kind of looks like the Terminator 
came through here. 


***** 




A But, following horror movie rules, the boss 
is not actually dead. It will reappear on the 
train, in an even more powerful and disgust- 
| ii b form (which we are not going to spoil). 
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A The heart and soul of any police station, the weapons 
room is a great place to find ammunition and powerful 
firearms. Find the locker key and you can get an Uzil 
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When you first enter the parking 
garage, you will come across Ada 
Wong. She needs to get access to the 
jail cell area, but a truck is currently 
blocking the way. 


If you help her push the van back, a 
door is revealed that leads to a new 
area Inside, you will find a sewer 
entrance, and a journalist by the name 
of Ben Bertolucci. 




The lower level of the 
Police Station is locat¬ 
ed down these stairs. 
There you will be able 
to find such things as 
the morgue and the 
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parking garage. 
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A The laser gives Claire further attack range than 
any other weapons. It's not that powerful, but it 
automatically homes into the nearest enemy. 


A Yayl This is the 100th picturel There is nothing 
really special about it, but now we can say “ 100 
Resident Evii 2 screenshots" on the cover! 


A This room full of machinery is the main power 
source for the Raccoon City Police Department, It 
may look important, but it really isn't. 


A This cold storage area is where part of the 
nasty G-Virus is located. You must find it, as it 
plays an important part in the securing an anti 
dote for Sherry. 


A When you first enter the Umbrella building. 
Sherry becomes sick from her exposure to the 

don't find the 


A The daughter of two uncaring Umbrella scien 
fists. Sherry is left to fend for herself when the 
zombie infestation begins. Fortunately, Claire is 
here to protect her. 


G-Virus. She will die if 
priate antidote in time. 


appro* 






Ahh, the morgue. Looks kind of scary, does¬ 
n't it? This is an extremely intense moment in 
the game, because you don't know if the bod 
ies are actually dead or not! 


4 Just when you thought you'd seen every 
form of zombie possible, out comes one with¬ 
out any skin! They are the weakest monsters 
you'll find at Umbrella, however. 


a Placing the container of G-Virus in this 
machine causes the building to power up. You 
will then be able to open certain doors that 
were previously electronically locked. 


► Poor Sherry's 
been left alone 
in a toxic, zom¬ 
bie-infested 
laboratory—now 
what kind of pai 
enting is that? 


A This rail car elevator 
will take you down to the 
main floor of the Umbrella 
Labs. Just be warned, the 
Tyrant boss will make a 
guest appearance when you 
least expect it. 


4 Zombies are now 
f 100% fat free and come 
in both skinless and 
crispy versions. And they 
come in packs of two! 


■ 


■ 


The final part of your journey takes 


Umbrella Labs. If you thought the 
police station looked great, just wait. 

This building contains some incredible 

■ 

rooms, weapons, and monsters, and 
they all look great. Here are a few 




This interface terminal requires a MOD disk 
in order to work. Find one and you'll be able 
to get that huge door to open. 




;-'v. ■ 


on the lower level at the Umbrella Labs, it yo 
look at them closely, you will see Leon in one 
of the screens. 


Looking down from the metal catwalk 
gives a good impression of how large 


them to help keep track of where you are, as 
the lab is a pretty large place. 


Umbrella really 
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secrets and goodies to distract 
the maze-weary gamer. But don't 
fret! Just like with every cool 
PlayStation game, we're here to provide 
you with the "how to’s" and the 
"what for's" in Alundra. u — } 


lundra 


he first action RPG for the PlayStation 
has finally arrived—and it's massive! 
Dueling through numerous dungeons and tak¬ 
ing on huge bosses is just one part of really 
playing through Alundra. The developers also 
went the extra yard to stick in a bunch of 





□Erring rhe secrer pass 


A Keep a continuous watch on Lutas' chim¬ 
ney. When the smoke is cleared, hop 
down to fetch the Secret Pass. 


A No key will open this door—you've got 
to do some chimney hopping to get inside. 


If you happened to wander upstairs in 
Lutas' house in the village, you might 
have noticed a locked door and a trea¬ 
sure chest that you couldn't get to. 
inside the chest is a Secret Pass you'll 
need to get into the Riverside Pub 
Casino. Without it, you may not be able 
to discover ail of the secrets within 
Alundra. Wondering how to do it? You'll 
need to wait until Lutas' chimney is no 
longer billowing smoke. The first oppor¬ 
tunity you'll have is when you return 
from Magyscar. Walk over to the stair¬ 
case to the left of the house and stand 
at the very top of it. You should be fac¬ 
ing a now-inactive chimney. Take a little 
leap of faith onto his chimney—you'll 
make like Santa Clause and fall through 
into the upstairs room! Open the chest 
to grab the Pass, then hop on the 
lighted button to open the 
locked door. 

Take the Pass to the 
Riverside Pub to be allowed 
downstairs, where you'll 
have a choice of three dif¬ 
ferent side-games to partic¬ 
ipate in. Each one costs 30 
Gilder, but you'll also have 
the chance to double your 
winnings if you have the skill to 
beat each game. 


Captain Melnick's Items Shop 

At a certain point in the game, the small 
shack to the south of Inoa that was up 
for sale at the beginning of the game 
becomes occupied! Inside, you'll run 
into good ol' Captain Melnick, who 
apparently survived the disastrous land¬ 
ing of the Klark and has been metaphor¬ 
ically reborn as a land-loving entrepre¬ 
neur. When you first run into him, you'll 
discover that all of his items are one-of- 
a-kind, but also totally out of your price 
range. Each item is priced at 10,000 
Gilder, which is impossible for you to 
save since your stash only goes up to 
9,999 Gilder. The only way you'll be able 
to claim any of the goodies in his shop is 
to first obtain the Secret Pass. Once you 
do this, make sure to talk to all the men 
sitting around the front table in the 
Riverside Pub. One of them 
will mention that the 
Captain has an 
obsession with 
collecting 
Gilded Fal¬ 
cons. Why, 
it just hap¬ 
pens that 

■4 The good 
Captain will 
only trade you 
rare items for 
Gilded Falcons. 


you've been picking them up all 
throughout the game! You'll need as 
many as possible to get all the items 
from Melnick, but he will trade items for 
falcons in certain increments. 

After you speak with the men in the 
Riverside Pub, return to Melnick's shop 
and talk to him. He'll notice your stash of 
birds and then offer some trades, 
depending on how many birds you have 
in your possession each time. Here's a 
list of the items you can get from him, 
and how many Gilded Falcons you'll 
need in order to receive them: 



To get the Spirit Wand, you’ll have to 
find every Gilded Falcon throughout the 
game. Some of them are incredibly 
tricky to obtain, so be warned. 



1 *. • ., 




tt longer 


A Grab the Sluice Key to empty the water from the small desert canal. Once you do, a secret passage will be revealed, 
allowing you access to the deity that controls the power of the warp portals. 


rhe warp parrals 

Looking for a fast way around the world of Alundra? The 
best method for getting around quickly is to use the 
Stonehenge-looking landmarks as warp portals. How do 
you do this? To begin with, you must activate them. 

First off, you'll need to have the Long Boots from the 
Ancient Shrine. Once you have them, explore the desert 
along the northern-most wall. You should stumble upon a 
small opening in the upper wall that is guarded by stone 
pillars on either side. When you enter, you must jump from 
platform to platform until you reach a chest containing the 
Sluice Key. You can only destroy the fire pillars behind the 
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Falcon obtained 
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third room wiii probably puzzle you. It has a seeming¬ 
ly endless supply of slimes and a locked door. You 
need to continually kill all the slimes. They'll keep reap¬ 
pearing for a spell, but once you're able to cut down 
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a Few Falcon locations 


Olen's Dream 
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of luck! Even if you get it to pop out of the chest, if you 
don't receive a message saying that you have it in your 
bag, you'll have to repeat the dream again to claim it, 

The House by the Coal Mine 


around seven reincarnations of each slime, they' 
begin to thin out, Once you've successfully destroyed 
all of them, the locked door will open. Walk through it 
and you'll drop down the chimney of the house to the 
right. Grab the Falcon in the chest and hit the switch 
to exit! Mystery solved! 


The Casino 
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Successfully grabbing the Gold Falcon from Olen's 
dream sequence takes a lot of persistence and reloading. 


Keep in mind that if you want to receive all of the 
goodies at Melnick's items shack, you'll need to sniff 
out even/ single falcon in the game. This is a lot hard¬ 
er than it sounds, since some of them are located in 
dream sequences that you can't return to once 
solved. Undoubtedly, the most difficult falcon to 
retrieve is the one that appears in the Coal Mine 
sequence in Olen's dream, near the beginning of the 
game. Make sure to save right before you enter his 
dream; this way you can reset and reload if you can't 
grab the Gilded Falcon before you exit the episode. 
Once you enter, make sure to prepare for the Murgg 
attack near the end of the dream. When Olen 
destroys the rocks blocking the coal mine opening, 
quickly kill as many monkeys as possible. Then run to 
the spot right near the right-hand cart tracks to grab 
the Falcon when it drops. The item must register \n l 
your inventory before the dream is over, or you're out 


A The cave near the entrance to the Coal Mine will have 
you bone up on your slime-bashing in order to drop into 
Hie locked house outside. Once you unlock the gate, 
you'll solve two mysteries in one fell swoop! 


Gilder y 






A The two Falcons that you can retrieve from the Casino 
are probably among the most difficult to obtain. Brush 
up on your arcade skills before you make a serious 
attempt at them. 


Another hidden Falcon that is difficult to access is the 
one sitting behind a locked grate door in the house to 
the right of the Coal Mine. What you need to do is 
head up the stairs next to the house, then head over 
to the blocked cave opening directly above the en¬ 
trance to the Coal Mine. Use a Bomb to dear the 
opening, then enter. If you have the Chainsaw, it'll be 
a breeze to get through the first two rooms, but the 


You can retrieve two Gilded Falcons from the River¬ 
side Pub Casino. You'll need some crafty skills to grab 
them, but unfortunately, this is the only way. You 
must master the Slime Bash and the Shooting 
Contest. Once you reach a certain point in either 
game, the contest operator will award you with a 
Falcon. Both games require you to have at least 30 
Gilder to begin, but you'll have to continuously bet in 


chest by using the ice Wand, which you may not have 
at this point. However, this isn't of dire importance to 
activating the Warp Portals. Exit the small cave, then 
search along the desert area directly south of the small 
water canal. You'll find a small temple with a locked 
door. Open it with the Sluice Key. Then, using a Bomb 
for one switch, make sure to activate both switches at 
once. If successful, you'll actually drain the desert canal 
of all its water! 

Now head outside and check out the canal. Bone 
dry! And what's even more interesting is that there's a 
small opening in the side of the now-empty canal. Head 
inside the opening and down the long hall. A man named 


Berue will greet you when you enter the inner sanctuary 
of the small cave. He'll challenge you to a "Simon Says" 
type of puzzle, in which you must mimic the lighted 
pane! pattern that is displayed for you. Once you com¬ 
plete five of these pattern puzzles, Berue will reappear 
and activate the warp portals for you to use! Ail of the 
portals will connect to a main save room that allows you 
to access any of the previously travelled warps. You 
must unlock each warp by finding it and using it once, so 
it becomes accessible from the main save room. This 
secret will save you a lot of time and annoyance later on 
in the game, when you're trying to zip from one place to 
another with minimal enemy interaction. 


* P5m 133B 


A' 


AAAAAAAAAAAAAAAAAAAAAAAAAAAAA 
































































































































































































































































































A 




ing his wares at the foot 
Madness? Not only does 
items, he may also be g 
item repair if you know ! 
him into it. 

When you first begin 
store on your way to the Dt 
make sure to scale the cl 
over to the right mountain 
point, make your way d< 
I directly above his i 

IpHi* any suspiciou 
p % Bingo. Fall dov 

r || and you'll be al 

his back room 
. Si* |i only be sur 


i ► One of the most helpful accessories for Alundra can be all 
ours if you know how to light the posts in the Gravedigger's 
lasement. You'd better have the Fire Wand... 
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If you wandered inside the Gravedigger's 
humble abode near the Town Sanctuary, 
you would have noticed a strange crypt in 
the basement. There's no way to solve this 
puzzle unless you have already obtained 
the Fire Wand from Flame Manor. But 


The 

legendary 

sujord 


once you have it in your hot little hands, head over to 
the Gravedigger's house as soon as you can. Use the 
wand to light the posts sitting on the coffins in this 
order: upper left, lower right, lower left, lower middle, 
upper middle, then upper right. If you light them in this 
order, a chest should drop in the center of the room. 
Open it to receive Nava's Charm! Usually, you won't 
receive clues on how to get it until you're practically at 
the end of the game, but this way you can use it freely 
beforehand. At first, the Charm may not seem to be 
that helpful, but if you equip it during your trip to Torla 
Mountain, what a difference! The necklace will not 
only up your defense, it also protects you from sus¬ 
taining any damage from fire! Wear it when fighting 
the boss in Torla Mountain, or any boss for that mat¬ 
ter, and you'll notice that your damage will be sub¬ 
stantial ly (decreased for 
even eliminated altogether! 
Nava's Charm is definitely 
one of the cooler items 
you'll stumble upon du|§ 
the game. f 


lurvy’s Free. 

armor repair 

Remember that crazy old merchant sell- 

of the Cliffs of 
he sells cheap 
ood for a free 
how to coerce 


A King Snow's speech about the Legendary Sword will sound 
like complete psychobabble unless you happen to have a bad 
gameplay record in Alundra . 


Once you obtain the Power Glove from Jess, you' 
have access to that weird decapitated statue on 
the screen south of the Coal Mine. When you 
examine the statue, you'll get a thunder and 
lightning show and most likely some weird 
speech on a weapon called the Legendary 
Sword. Wanna know how to get it? Well, 
according to the folks at Working Designs, 
the only way you'll be able to lay your 
hands on it is if you're performing rather 
poorly in the game. The sword is so pow¬ 
erful that it is specifically reserved for real¬ 
ly crappy adventurers. Unless you fit the 
requirements that are internally computed 
by the game, you won't ever get to wield 
the Legendary Sword! Count yourself lucky 
or skilled if you never obtain it. What kind of 
statement would it make about your 
gameplay prowess if you did? 


to shop at his 
esert of Despair, 
cliffs all the way 
wall. From that 
down until you're 
is cottage. Notice 
suspicious entryways? 
Fall down his chimney 
II be able to emerge in 
room! Lurvy will not 
surprised at your 
grand entrance, he'll even 
to repair any of your 
beat-up goods free of 
charge! His offer will come 
handy after you receive 
Jess' Broken Armor. Use 
services to get the rig 
in shape for equipping 
when you obtain it, and you'll be 
outfitted in a stronger suit of iron 
than before. 


A Good oi' blackmail... Drop down Lurvy's chimney 
him in a compromising position. He'll offer to give 
repair service in exchange for your silence. 


catch 

free 
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D nlike FFVII, Final Fantasy Tactics focuses on the strategy of 
battle rather than puzzle-solving to achieve the final results. 
The depth of this game reaches significantly beyond its storyline, 
which is somewhat refreshing. The game is enormous and the bat¬ 
tle elements are very complex. It's more or less like playing Chess, 
but with a iwist. Imagine if only Pawns could develop into the role 


of Bishops. We've spent many hours playing this game and 
enjoyed every minute of it! It's very unlikely that you will get lost 
while advancing the storyline, but it's important to remember that 
many questions can be answered by exploring the game's huge 
tutorial. Therefore, we've compiled a few tips, and put together a 
massive items list to keep in mind during gameplay. 



Virgo 


Libra 


In the beginning of the game, you are encouraged to enter a name and a birth date. We haven't decided yet 
how important this element of the game is. To make a long story short, if you are compatible to the enemy, 
your attack will be more successful than if you were not. Though it's a very interesting equation to throw into 
the mix of battle, we were rarely helped or hindered by the astrological sign. Our advice is not to worry about 
it, you have plenty other elements to focus on. However, if you are interested in following up on this element 
of gameplay, the Tutorial uncovers the mystery in its Tips section. You access the Tutorial by activating the 
Menu on the World Map. Push the Triangle button and read tips #1 and #2. If you want to know how suc¬ 
cessful an attack will be, just look at the top of the character status bar that glides onto the bottom of the 
screen just before you execute an attack. This shows the amount of HP damage that is expected to occur and 
the attack success percentage. 


*3884 






Aquarius 


Capricorn 


Pisces 


The jury is still out on exaetty how 
useful these astrological signs can be, 
but if you really want to give it a 
shot, then go to the game's Tutorial 
and read tips #1 and #2. 


Taurus 


Gemini 


Leo 


Aries 


Cancer 


Sagittarius 


Scorpio 


levels, eHperience, 
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All of your characters begin as Squires. Becoming a 
Master Squire is ail fine and dandy, but what you real¬ 
ly want is to one day become a Samurai or a Calculator. 
The first misconception you may have is thinking that 
you have to master each new job when it becomes 
available to you. This really could slow down your job 
prospects. Look at the Job Level Requirements list— 
you'll notice that a Level 4 Priest is all you need to 
become a Calculator. The only catch is that you should 
stay with the job long enough to get all its important 
abilities. The Job Description section will show you 
which Abilities you should learn first. 

You can always master a Job long after you have 
grown out of it by gaining needed JPs from allies in 
battle who still hold that Job title. About 16 percent of 
the JPs your allies earn in battle are added to your JPs 
in the same Job categosy as theirs. When purchasing 
abilities with your JPs, don't forget to look at the other 
Jobs on your list for new JPs that your colleagues 
earned for you. 

Here's the basic breakdown. You need JPs earned 
in battle (or jobs taken from Bars) to learn new abilities. 
You purchase the abilities with the earned JPs, and the 
Job Level increases by one each time the total JPS 
exceeds the Next value. If you want to increase the 
amount of JPs earned in battle right off the bat, then 
you should learn and use the Squire's "Gained JPS 
Up" in the Support Ability category. We used this 
when fighting many of the random battles, it works 
great until you need a more effective ability for the 
tougher battles. 





To advance through the game and into new charac¬ 
ter roles and abilities, you must gain JPs by battling 
the enemy. You use JPs to buy abilities, and they 
are also totalled up to secure new Job Levels. The 
following is a list of all the jobs available and the 

Job Level requirements to obtain them. We've also 

■ 

included the best Job attributes and what Abilities 
you won't want to pass up on before moving into 
your next job title. Learn these abilities first, and use 
them in battle—you will quickly see their potential. 


Level Requirements: 

No experience needed 
Description: "The starting point to 
becoming a fine Warrior." This is ■ 
the job that most characters will* 
start with. 

Skill: Basic Skill 

Best Abilities: Throw Stone, Heal, 

Counter Tackle, Gained JPS Up, and Move+1 








CHEMIST 

Level Requirements: No experience needed 
Description: Prescribes items to restore HPs 
and treat abnormal status. Item 
Chemists are very important to bring 
tie, especially early on in the game wh 
are no Priests or other means of heaiii 
Skill: Item 

Best Abilities: Potions, Elixir, Phoenix Down, 
Auto Potion, Throw Item, and Move-Find Item 
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hover there until you come down, weapon 
first, onto your target! 

Skill: Jump 

Best Abilities: Level Jump 8, Vertical 
Jump 8 (All the Level and Vertical skills 
do the same damage, they just let J jj 
you stand further back when you exe¬ 
cute an attack. If you can hold off, and 
save your JPs for these two Jump skills, 
you won't need the other ones. Try ^ 
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SUMMONER 


wield a sword 


monsters into battle. This Job is very pow 




afford these abilities} 


Skill: Summon 

Best Abilities: Mogle, Shiva, Titan 
Leviathan, Fairy, Clops, MP Restore 
k and Half of MP 


■ 


pH 


A MEDIATOR 

3 Level Requirements: Level 2 Oracle 
is, Description: This bia mouth talks to the 


Level Requirements: Level 3 Archer, 
Level 4 Thief, Level 2 Geomancer 
Description: A step above a Samurai. 


has some very powerful 


winded kbut 

: . , • . 
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skills. 0: 

| Skill: T< 

Best Abilities: Invitation, Praise, 
^ Preach, Death Sentence, Mimic 
Darlabon, Equip Gun 


f the enemy with two blows, and 
CTF throw any weapon in your inventory. 
L Skill: Throw 

Sr 

if Best Abilities: Shuriken (Yagyu Darkness 
I is the good one to toss around}, Bail, 
Knife, Katana, Ninja Sword, Knight Sword, 
Sunken State (invisibility upon HP Damage), 








Two Swords 


CALCULATOR 

Level Requirements: Level 4 Priest, Level 4 Wizard, 
Level 3 Time Mage, Level 3 Oracle 
Description; A very powerful title, if 
the character taking this job has a 
strong background : in magic. This fL 

on : the first- M r 

move! The Calculator uses Math mV 
to destroy. He's a little frustrating 
and time-consuming to use at §: 
first, but once you figure him out, "*4^ 
there will be no stopping you. The >l Mj 
skills you ; earn are based on equa- 
tions. They can separate you from 
the enemy by using CT, Level, Experience 


•A' 
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Skill: Yin and Yang 

Best Abilities: Life Drain, 


Paralyze 


Level Requirements: Level 3 Monk 
Description: Not a very glamorous position. 
This warrior uses the mysterious powers of 
the earth in combat. 

Skill: Elemental 

Best Abilities: Heii Ivy, Quicksand, Sand 


y A; 


with this character to see how its done. Before you 
execute an attack, look at who is highlighted in green 
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LANCER 

Level Requirements 
Description: Heavily 
ent. This job allows V 1 




Best Abilities: You will need ail the equations to be v 


a unique tal 


KNIGHT 

Level Requirements: Level 2 Squire 

M.' . :> y. :y .:_/-* 1 

Description: Bold and brave warriors. Very high 
HP when decked out in fine Armor. 

Skill: Battle Skill 

i Best Abilities: All the abilities can be equally 
important, depending on your strategy. 
Definitely get Weapon Guard first, then 

nixt jobytd 


ondary ability in a stronger Job title. Time 
Magic is very useful when poaching. 

Skill: Time Magic 

Best Abilities: Haste, Don't Move, Demi 2, 
Meteor (expensive JPS), MP Switch, 
Ifeleport, '■8nd;:J|§i§ 


ARCHER 

Level Requirements: 

Level 2 Squire 

Description: Archers are best 
used in high places where the 
range of their weapons are the fur¬ 
thest. Keep the Archers away from 
the hand-to-hand combat. If you 
want to get the first Hit Points 
in battle from a distant enemy, 
then the Archer is the way to go! The 
Charge element of this Job is 
you study the AT list on the battle screen. You don't 
want to overcharge an attack and have the enemy 
move before you shoot. 

Skill: Charge 

Best Abilities: Charge* 1 and 2, Speed Save, 
Concentrate, and Jump+t 


MONK 


Level Requirements: 

Description: Warriors who train their bodies 
the ways of Martial Arts. These characters 


the "Punch Art" ability is a strong one to 
equip to spell casters with throughout the 

• • i • • • • ■ • • :• i•: ■:■. • •:..• •: ■ ■■.;■ • • • 
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game. This art is best used when 
the character is empty-handed and 
dressed lightly. 

Skill: Punch Art 

Best Abilities: Wave Fist, Earth Slash, 
Revive, Hamedo, Martial Arts, and Move HP Up 


PRIEST 

Level Requirements: Level 2 Chemist 
Description: The Priest can take over 
where the Chemist leaves off. In fact, you 
will not need a Chemist if you have a good 
Priest around. The Priest controls Holy 
Magic and is often used for support and 
recuperation. 

Skill: White Magic 

Best Abilities: Cure 2 (for its speed), 
Raise 2, Esuna, and Holy 


THIEF 
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Level Requirements: Level 2 Archer 


from anyone (including the bosses). 


Skill: Steal 
Best Abilities: 


but if you want to move on, the ones 
you'll really want to learn would be 
Gil Taking, Steal Exp, Caution, Gil 
Game Heart, and Catch. 
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SAMURAI 

Level Requirements: Level 3 Knight, Level 
4 Monk, Level 2 Lancer 
Description: Now you're getting to the 
good stuff! This warrior is a master 
swordsman and can equip the chunky 
armor. The ;od will give you sizable 
amounts of HP from the armor usage 
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amounts of attack 
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power, 
swords in 

break when using the Draw Out 
skill. This job is even more fun when using the 
Ninja's 2-Swords skill. 

Skill: Draw Out ffjt 

Best Abilities: Koutetsu, Murasame, Heaven's Cloud, ij 
j Kikuichimo Ji, Blade Grasp, Equip Knife, Two Hands. : ; 1 

I 
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ORACLE 

Level Requirements: Level 2 Priest 
Description: The Oracle has control 
over life itself through the manipulation 
of Yin and Yang. Not a 
comfortable with, 
move 

Paralyze skills are 


WIZARD 

Level Requirements: Level 2 Chemist 
Description: A very important Job to 
master. The Wizard is the guru of Black 
Magic. Later, if this character becomes a 
Calculator, he will be god-like! 

Skill: Black Magic 

Best Abilities: Fire 2, Frog/Death, Flare, 
and Counter Magic 


TIME MAGE 
Level Requirements: Level 2 Wizard 
Description: Not a stand-alone Job, but used more as 
support. The skills are much more useful as a sec- 
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f MIME 

SjrfflHl Level Requirements: Level 8 Squire, 
Jjmk fit Level 8 Chemist, Level 4 Summoner, 

Level 4 Mediator, Level 4 Geomancer, 

■ : 4 ^ Level 4 Lancer 

Description: This is a fun but tricky 
W : mf A character to use. Mimes are very effec- 

\ tive paired with Dancers and magic 
pi ; ■ users. If careful, they're extremely 

useful paired with a strong Calculator. 
The Mime equips nothing, and its skill cannot be used 
in any other Job. The Mime will mimic all the actions of 
allies as soon as the character's turn is over. All the 
Mime's attempts are not successful, however—only 
the attacks that are in the Mime's current range. In other 


words, the mime will not move to the target to make an 
attack when it is mimicking. The Mime will also mimic 
arrow shots and any weapon attack, even though it's 
not equipped with anything! When it's the Mime's turn 
to go, its attack is similar to a Monk's Punch. 

Skill: Mimic (it can't be used in any other Job) 

Best Abilities: Depends on who the Mime is 
currently mimicking % 


Skill: Sing 

Best Abilities: Life, Nameless, and Last song 
Move+3, Fly 


DANCER 

Level Requirements: This job is lust 
for the women. Level 4 Geo¬ 
mancer, Level 4 Lancer \ 

Description: This character will v 
dance and attack out of turn when r 
she warms up. 

Skill: Dance 

Best Abilities: Wfznaibus, Slow Dance 
Nameless Dance, Jump+3, Fly 


BARD 

Level Requirements: This job is just for the 
guys. Level 4 Summoner, Level 4 Mediator 
Description: So you want to be a singer, 
eh? This warrior uses his singing voice to 
support his allies. 
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The Items list cor itains all the items we found while playing the game. The Shop 
Items become available to you through story advancement. If you don't see an item 
in the shops, then you nave to progress through the story some more. 


The names of the items are followed by their descriptions and special capabilities 
(how items are described in the game by pressing the Select button when viewing 
them). Next comes item cost (if you bought it at a shop), and then a list of who can 
equip the items. Keep in mind that other characters than the ones listed can equip 
items—for example, a Priest can hold a sword, too, as long as he learned the Equip 
Sword ability as a Knight. Finally, the last column lists where you can buy the items. 
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Description 


Gil 


Equip 


Found 
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Air Knife 


Assassin Dagger 


Orihalkan 


Mind Gauche 


Piatina Messer 


Mage Masher 


Blind Knife 


Mythril Knife 


Knife with curvy edge. Vacuum made by shape of blade increases 8,000 
power. Attack Power: 10. Evade: 5%. 2-Swords. Wind elemental. 

Dagger used to assassinate. Attack Power: 7. Evade: 5% 2-swords. 5,000 
Add: Death Sentence. 

Knife with hard, special metal. Lightweight and sharp. Attack Power: 7. 4,000 
Evade: 5%. 2-swords. 

Dagger for attacking and defending, High % of evading attacks. Attack 3,000 
Power: 6. Evade: 40%. 2-swords. 

Knife of mythril and platinum. Has a white, shiny blade. Attack Power: 5. 1,800 
Evade: 10%. 2-swords. 

Knife used battling sorcerers. Takes enemy's voice. Attack Power: 4. 1,500 
Evade: 5%. 2-swords. Add: Silence. 

Knife covered with chemicals. The chemical has a blinding effect. Attack 800 
Power: 4. Evade: 5%. 2-swords. Add: Darkness, 

Knife made with mythril, a high-quality metal suitable for weapons and 500 
protectors. Sturdy and easy to handle. Attack Power: 4. Evade: 5%. 2- 
swords. 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Sq, Ch, Th, Me, Nj, Dc 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 


Castles, Lesalia Capital, Gariland 



Dagger 

For self-defense. Although blade is longer than a knife, attack power isn’t 
very high. Attack Power: 3. Evade: 5%. 2-swords. 

100 

Sq, Ch, Th, Me, Nj, Dc 

Castles, Lesalia Capital, Gariland 

Materia Blade 

Foreigner's sword. Attack Power: 10. Evade: 10%. 2-swords, 2 hands. 

5 

(Cloud's) Sq, Kn, Geomancer 

On highest peak in Bervenia. 

Save the Queen 

Knight Sword given as a symbol of one’s loyalty. Attack Power: 18. 
Evade: 30%. 2-swords, 2 hands. Always: Protect. 

5 

Knight 

Holy Knight 

Excaliber 

Legendary Knight Sword. Sword of the real king. Attack Power: 21. 
Evade: 35%. 2-swords, 2 hands. Always: Haste. Absorb: Holy. 
Strengthen: Holy. 

5 

Knight 

Holy Knight 

Blood Sword 

Sword with magenta blade. Bloody-looking blade symbolizes its grue¬ 
some effects. Attack Power: 8, Evade: 5%, 2-swords, 2 hands. 

1,250 

Squire, Knight, Geomancer 

Stolen From Knight 

Rune Blade 

Sword with ancient engravings. Attack Power: 14. Evade: 15%. 2- 
swords, 2 hands. AT: Magic +2. 

20,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Ice Brand 

Sword as dear as ice. Attack Power: 13. Evade: 10%. 2-swords, 2 
hands. Ice elemental. Magic: Ice 2. 

14,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Platinum Sword 

Shiny sword of platinum and mythril. The wide edge cuts extremely well. 
Attack Power: 12. Evade: 10%. 2-swords, 2 hands. 

11,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Diamond Sword 

Sword with small diamond in the blade. Slices enemies up. Attack 
Power: 1 0. Evade: 10%. 2-swords, 2 hands. 

8,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Sleep Sword 

Wide-bladed sword with jet black design. Attack Power: 9. Evade: 5%. 
2-swords, 2 hands. Add: Sleep. 

5,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Ancient Sword 

Sword made by ancient methods. Attack Power: 9. Evade: 5%. 2- 
swords, 2 hands. Add: Don't Move. 

5,000 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Coral Sword 

Single-edged sword with coral design. Attack Power: 8. Evade: 5%. 2- 
swords, 2 hands. Lightning elemental. 

3,300 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 
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Broad Sword 


Description 

Gil 

Equip 

Found 

Mythril sword, a special type of metal. Extremely light and shiny. Attack 
Power: 7. Evade: 8%. 2-swords, 2 hands. 

1,600 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Extremely heavy but with a wide sturdy blade. Attack Power: 6. Evade: 
5%. 2-swords, 2 hands. 

900 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Double-edged sword, sharp and straight. Ordinary sword used for slaying 
and stabbing. Attack Power: 5. Evade: 10%. 2-swords, 2 hands. 

500 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 

Wide blade used for slaying. Cheap ordinary sword, low attack power. 

200 

Squire, Knight, Geomancer 

Castles, Lesalia Capital, Gariland 


Attack Power: 4. Evade: 5%. 2-swords, 2 hands. 



Slasher 

Axe that slows target. Destruction level also high. Attack Power: 16, 2 
hands only. Add: Slow. 

12,000 

Squire, Geomancer 

Castles, Lesalia Capital 

Giant Axe 

Axe with huge head. A larger version of a typical axe. Attack Power: 12. 

2 hands only. 

4,000 

Squire, Geomancer 

Castles, Lesalia Capital 

Battle Axe 

Ornamental battle axe. Slash enemy by hurling it with both hands. Attack 
Power: 9. 2 hands only. 

1,500 

Squire, Geomancer 

Castles, Lesalia Capital 


Romanda Gun 

Gun Brought From Romanda, an area in the North. Attack Power: 6. 
Evade: 5%. Range: 8 

2,500 

Chemist, Mediator 

Stolen from Chemist 

Mythril Gun 

Attack Power: 6. Evade: 5%. Range: 8 

7,500 

Chemist, Mediator 

Mustadio 

Gastrafitis 

Most powerful cross bow. Unusually big. Gives a huge reaction. Attack 
Power: 10. Evade: 5%. Range: 4. 

20,000 

Archer 

Castles 


Ultimus Bow 

Bow of the hunting goddess. Attack Power: 10. Range: 5. 2 Hands Only. 

11,000 

Archer 

Stolen from Archer 

Hunting Bow 

A Crossbow used to hunt monsters. Attack Power: 6. Evade: 5%. 
Range; 4. 

8,000 

Archer 

Castles 

Poison Bow 

Crossbow with a device that lets it use poison arrows. Attack Power: 4. 

Evade: 5%. Range: 4. Add: Poison. 

4,000 

Archer 

Castles 

Cross Bow 

Improved mechanism increasing attack power. Attack Power: 4. Evade: 
5%. Range: 4. 

2,000 

Archer 

Castles 

v Night Killer 7||7:; 

Crossbow that shoots special arrows causing abnormal status. Attack 
Power: 3. Evade: 5%. Range: 4. Add: Darkness. 

1,500 

Archer 

Castles 

Bow Gun 

Crossbow you can shoot with one hand. Uses short arrows. Attack 
Power: 3. Evade: 5%. Range: 4. 

400 

Archer 

Castles 

Windslash Bow 

Bow that shoots ultra high-speed arrows. Wind elemental arrows, 
Increases damaging power with a vacuum created around the arrow. 

Attack Power: 8. Range: 5. 2 hands only. 

8,000 

Archer 

Castles 

Mythril Bow 

Mythril reinforced bow. Attack Power: 7. Range: 5. 2 hands only. 

5,000 

Archer 

Castles 

Lightning Bow 

Bow that shoots arrows at lightning speed. Lightning elemental arrows. 
Attack Power: 6. Range: 5. 2 hands only. Lightning elemental. Magic: 
Bolt 2. HI 

3,000 

Archer 

Castles 

Ice Bow 

Bow that shoots ice elemental arrows. Attack Power; 5. Range: 5. 2 
hands only. Ice elemental. 

2,000 

Archer 

Castles 

Silver Bow 

Silver bow reinforced with thin slats of horn and wood. Attack Power: 5. 
Range: 5. 2 hands only. 

1,500 

Archer 

Castles 

Long Bow 

Standard bow. An extensive range, lasts a long time. Attack Power: 4, 

800 

Archer 

Castles 


Range: 5.2 hands only. 
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Spell Knife 






Ninja Long 


± Knife 
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Ninja Knife 
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Kikuichimo ji 


Sword that seals enemy's actions. Attack Power: 13. Evade: 5%. 2- 
Swords. 2 hands. 

16,000 

Ninja 

All Trade Cities 

A sword used by Ninja. Good for battles, as blade's longer than regular 
Ninja sword. Attack Power: 12, Evade: 5%. 2-swords, 2 hands, 

10,000 

Ninja 

All Trade Cities 

faff■■ i v- :v :• y ^ ■: 

Lightweight sword with short blade. Convenient to carry. Attack Power: 
10. Evade: 5%. 2-swords, 2 hands. 

7,000 

Ninja 

All Trade Cities 

Multi-purpose weapon for Ninja. Can be used as a Ninja sword. Attack 
Power: 9. Evade: 5%. 2-swords, 2 hands. 

5,000 

Ninja 

All Trade Cities 

A sword for concealment. Shorter than standard sword. Attack Power: 8. 
Evade: 5%. 2-swords, 2 hands. 

3,000 

Ninja 

All Trade Cities 

Chrysanthemum-crested sword. Attack Power: 15. Evade: 15%. 2 

22,000 

Samurai 

All Trade Cities 


swords. 2 hands. 


Muramasa 

Peculiar sword that sucks large amounts of blood. Attack Power: 14. 
Evade: 15%. 2-swords, 2 hands. 

15,000 

Samurai 

All Trade Cities 

Kiyomori 

Well made, famous sword. Beautiful sword cuts extremely well, Attack 
Power: 12. Evade: 15%. 2-swords, 2 hands. 

10,000 

Samurai 

All Trade Cities 

Heaven's Cloud 

Replica of sword from a dragon's tail that damaged a samurai kingdom. 
Attack Power: If. Evade: 15%. 2-swords, 2 hands. 

8,000 

Samurai 

All Trade Cities 

Murasame 

A peculiar sword. Causes much bloodshed in battle with its sharp edge. 
Attack Power; 10. Evade: 15%. 2-swords, 2 hands. 

7,000 

Samurai 

All Trade Cities 

Bizen Boat 

High-quality iron sand sword. Hand-made by Qsafune. Attack Power: 9. 
Evade: 15%. 2-swords, 2 hands. 

5,000 

Samurai 

All Trade Cities 

Koutetsu Knife 

Sword with tiger engraved on blade. Attack Power: 8. Evade: 15%. 2- 
swords, 2 hands. 

3,000 

Samurai 

All Trade Cities 
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Item 
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Found 



Asura Knife 


Bright white sword. Attack Power:7. Evade: 15%. 2-swords, 2 hands. 1 ,600 


Samurai 


All Trade Cities 



Wizard Rod 

Rod that increases magic ability of the user. Attack Power: 4. Evade: 
20%. 2-swords, 2 hands. AT: Magic+2. 

8,000 

Wizard, Samurai, Oracle 

All Shops 

No Castles 

Poison Rod 

Rod with deadly poison on its tip. Attack Power: 3. Evade: 20%. 2- 
swords, 2 hands. Add: Poison. 

500 

Wizard, Samurai, Oracle 

All Shops 

No Castles 

Ice Rod 

Rod with ice elemental. Attack Power: 3. Evade: 20%. 2-swords, 2 
hands. Ice elemental. Strengthen: Ice. Magic: Ice. 

400 

Wizard, Samurai, Oracle 

All Shops 

No Castles 

Flame Rod 

Rod with fire elemental. Attack Power: 3. Evade: 20%. 2-swords, 2 
hands. Fire elemental. Strengthen: Fire. Magic: Fire. 

400 

Wizard, Samurai, Oracle 

All Shops 

No Castles 

Thunder Rod 

Rod with lighting elemental. Attack Power: 3. Evade: 20%. 2-swords, 2 
hands. Lightning elemental. Strengthen: Lightning. Magic: Bolt. 

400 

Wizard, Samurai, Oracle 

All Shops 

No Castles 

Rod 

Rod-like oak weapon. Attack Power: 3. Evade: 20%, 2-swords, 2 hands. 

200 

Wi, Su, Or 

All Shops 

No Castles 


If Gold Staff 

Glittering golden staff. Attack Power: 6. Evade: 15%. 2-swords, 2 hands. 

7,000 

Pr, TM, Su, Or 

All Shops 

No Castles 

I jp Wizard Staff 

Cypress staff. Increases magic attack power of user. Attack Power: 4. 
Evade: 15%. 2-swords, 2 hands. AT: Magic+1. 

4,000 

Pr, TM, Su, Or 

All Shops 

No Castles 

H Rainbow Staff 

Staff with serpent scales on the tip. Attack Power: 5. Evade: 15%. 2- 
swords, 2 hands. 

2,200 

Pr, TM, Su, Or 

All Shops 

No Castles 

I White Staff 

Staff for one who takes holy orders. Symbolic Meaning is stronger than its 
power in battle. Attack Power 3. Evade: 15%. 2-swords, 2 hands. 
Cancel: Death Sentence. 

800 

Pr, TM, Su, Or 

All Shops 

No Castles 

Oak Staff 

Oak Staff. Attack Power: 3. Evade: 15%. 2-swords, 2 hands. 

120 

Pr, TM, Su, Or 

All Shops 

No Castles 

| Cypress Pile 

Cypress staff. Attack Power: 6. Evade: 20%. Range: 2, 2 hands. 

1,000 

Oracle, Calculator 

All Shops 

No Castles 

Morning Star 

Medieval Mace. Attack Power: 1 6 . 2-swords, 2 hands. 

9,000 

Squire, Ninja 

Castles, 

All Trade Cities 

Flame Whip 

Weapon with an iron hammer head. Attack Power: 11. 2-swords, 2 
hands. Fire elemental. Magic: Fire 2. 

4,000 

Squire, Ninja 

Castles, 

All Trade Cities 

Flail 

Wooden stick connected to a metal one, which is the attack portion. 
Attack Power: 9. 2-swords, 2 hands. 

1,200 

Squire, Ninja 

Castles, 

All Trade Cities 

Bloody Strings 

Stringed instrument produces many sounds with a wide range. Attack 
Power: 13. Evade: 10%. Range: 3. 

10,000 

Bard 

All Trade Cities 

Ramia Harp 

Harp produces sounds that affect the mind, causing confusion. Attack 

Power: 10. Evade: 10%. Range: 3. Add: Confusion. 

5,000 

Bard 

All Trade Cities 


Papyrus Plate 


Ancient dictionary with a cover made of minerals. Attack Power: 9. 
Evade: 15%. Range: 3. 


Monster Dictionary Thick dictionary. Attack Power: 8. Evade: 15%. Range: 3. 


10,000 


6,000 


Oracle, Calculator 


Oracle, Calculator 


All Trade Cities 


All Trade Cities 


Battle Dictionary 

Dictionary used in battle. Attack Power: 7. Evade: 15%, Range: 3. 

3,000 

Oracle, Calculator 

All Trade Cities 

Octagon Rod 

Octagon-carved stick on a steel plate, Attack Power: 12. Evade: 20%. 
Range: 2, 2 hands. Cancel: Darkness, Silence, Oil, Frog, Poison, Slow 
Stop, Don't Move, Don't Act. 

20,000 

Oracle, Calculator 

All Shops 

No Castles 

Gokuu Rod 
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Stick that causes those it strikes to lose faith. Attack Power: 10. Evade: 
20%. Range: 2. 2 hands. Add: Innocent. 

7,500 

Oracle, Calculator 

All Shops 

No Castles 

Iron Fan 

Gigantic metal-framed fan. Used like a stick with the fan folded. Attack 
Power: 9. Evade: 20%. Range: 2. 2 hands. 

4,000 

Oracle, Calculator 

All Shops 

No Castles 

21 Musk Rod |2 

Musk tree stick. Shaped like a huge dipper. Attack Power: 8. Evade: 
20%. Range: 2. 2 hands. 

2,400 

Oracle, Calculator 

All Shops 

No Castles 

Battle Bamboo 

Long, slender bamboo stick. Attack by bending it. Attack Power: 7. 
Evade: 20%. Range: 2. 2 hands. 

1,400 

Oracle, Calculator 

All Shops 

No Castles 

H Bag 

Limited-quality bag sold at high price, Attack Power: 14. Speed+1. 
Women's bag. 

58,000 

Womens Bag 

All Shops 

No Castles 

C Bag 

High-quality, brand-name bag. Attack Power: 10. AT: Magic+1 . Women's 
bag. 

53,000 

Womens Bag 

All Shops 

No Castles 

P Bag 

Simple but fashionable bag. Attack Power: 12. Always: Regen. 
Women's bag. 

52,000 

Womens Bag 

All Shops 

No Castles 

Cashmere 

Woolen doth with elasticity and heat absorption. Soft, pleasant to touch. 

Attack Power: 10. Evade: 50%. Range: 2. 

15,000 

Dancer 

All Trade Cities 

Persia 

Brightly colored textile with unique thickness, used for carpeting. Attack 
Power: 8. Evade: 50%. Range: 2. 

7,000 

Dancer 

All Trade Cities 

Holy Lance 

Bright Holy Spear. Attack Power: 14. Evade: 10%. Range: 2. 2 Hands. 
Holy Elemental. Magic: Holy. 

18,000 

Lancer 

Stolen From Lancer or poached 
from Sacred 

Oberisk 

Huge steeple-shaped spear. Attack Power: 12. Evade: 10%. Range: 2. 2 
hands. T27:2 t -22 ; T|li 

10,000 

Lancer 

Castles, Lesalia Capital 

Partisan 

Wide double-edged spear. Devised to cause severe damage to its enemy. 

Attack Power: 11 . Evade: 10%. Range: 2. 2 hands. 

7,000 

Lancer 

Castles, Lesalia Capital 

Mythril Spear 

Spear with Mythril head. Attack Power: 10. Evade: 10%. Range: 2. 2 
hands. 

4,500 

Lancer 

Casties, Lesalia Capital 

Spear 

Standard spear. Capable of long-distance attacks. Attack Power: 9. 

2,000 

Lancer 

Castles, Lesalia Capital 


Evade: 10%. Range: 2. 2 hands. 












































Item 


Description 
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Equip 


Found 


Javelin 


Cheap, lightweight spear. Attacks areas one panel away. Attack Power: 1,000 
8. Evade: 10%. Range: 2. 2 hands. 


Lancer 


Castles, Lesalia Capital 


Kaisar Plate 


Crystal Shield 
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Platina Shield 
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Shield 


Shield named after ancient king. Raises weapon evade percentage and 
weapon attack. Shield Evade: Physical 46%, Magic 20%. Strengthen: 5 
Fire, Lightning, Ice. ___ 

Crystal inlaid shield. Crystals look like mined gems. Shield Evade: 21,000 
Physical 40%, Magic 15%. 

Mythril/Platinum shield. Has a white luster. Shield Evade: Physical 37%, 16,000 
Magic 10%. 

High magic due to divine protection of the gems. Shield Evade: Physical 12,000 
34%, Magic 15%. 


Aegis Shield 


Flame Shield 

: • - 
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Ice Shield 


Gold Shield 


Mythril Shield 


Round Shield 


Bronze Shield 
Buckler 

Escutcheon 


Replica of the shield of God. Raises Shield Evade: Physical 10%, Magic 10,000 
50%. AT: Magic+1. 

Inlaid magenta mythril shield. The gems possess the fire elemental. 6,500 

Shield Evade: Physical 31 %. Absorb: Fire. Half: Ice Weakness: Water. 

Gem inlaid Mythril shield. The gems possess the ice elemental. Shield 6,000 
Evade: Physical 28%, Absorb: Ice. Half: Fire. Weakness: Lightning. 

Gold-rimmed Mythril shield. Physical attacks are higher than magic 3,500 
attacks. Shield Evade: Physical 25%. 

Lighter than it looks and easy to handle. Shield Evade: Physical 22%, 2,500 
Magic 5%. 

Small, sturdy shield. The surface ornamented with complex patterns. 1,600 

Shield Evade: Physical 19%. 

Made small to evade attacks quickly. Shield Evade: Physical 16%. 1,200 

Small shied used in white soldier battles. Evade percentage is low, but it's 700 
easy to handle. Shield Evade: Physical 13%. Magic 3%. 

The cheapest shield. Shield Evade: Physical 10%. Magic 3%. 400 


Barette 


Hairpin that prevents abnormal status. HP+20. Cancels: Dead, Petrify, 10,000 
Invitation, Confusion, Blood Suck, Berserk, Stop, Charm, Sleep. Women's 
ribbon. 


Crystal Helmet 
Circlet 

Platina Helmet 
Diamond Helmet 


Inlaid crystal helmet. The crystals look like mined gems. HP+120. 


14.000 


Helmet with inlay in the forehead. Ears are exposed, making it lighter. 10,000 
H P+100. 


Mythril/Platinum helmet. Has a white luster. HP+90. 


8,000 


Inlaid cross helmet. Spiritually dense gems increase helmet's power. 6,000 
HP+80. 


Cross Helmet 

Helmet covers head and neck. The face guard protects the face. HP+70. 

4,000 

Gold Helmet 

Gold helmet. HP+60. 

2,800 

Mythril Helmet 

Mythril Helmet. Light and sturdy. HP+50. 

2,100 

Barbuta 

Large helmet with a T-shaped gap for the face. HP+40. 

1,500 

Iron Helmet 

Sturdy steel helmet. HP+30. 

1,000 

Bronze Helmet 

Standard bronze helmet. HP+20. 

500 

Leather Helmet 

Rosin helmet with great elasticity. HP+10. 

200 




Thief Hat 

■ ■ 

. . 

r ; --' ::: 


Flash Hat 


Hat increases agility and prevents abnormal status. HP+100 Speed +2. 35,000 
Cancel: Don't Move, Don't Act. 

Crystal hat whose spiritual power increases agility and attack power. 16,000 
HP+88. MP +15. AT: Magic +1, Speed +1. 


.......,, ■ " \:: : . ". I_■ . ■: ■ 

Golden Hairpin 


■ 
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Black Hood 

Priest Hat 


Beautiful golden hairpin. HP+80. MP+50. Cancel: Silence. 


Black cloth hood. HP+72. 


12,000 


7,000 


Nobles' hat for holy workers who conduct ceremonies. HP+64. MP+20. 6,000 
AT:Magic+1. 

Twist Headband Twisted towel wrapped around one's head. Strengthens oneself. Hp+56. 5,000 

AT: Physical+2. 


Green Beret Beret worn by a special unit. HP+48. Speed+1. 


3,000 


SPSS'S?) 


Triangle Hat 


Headgear 


Red Hood 


3-cornered hat with magic pattern on top. HP+40. MP+12. AT: Magic+1. 1,800 


Leather head gear. Sturdy leather hat. HP+32. AT: Physicai+1. 


Red cloth hood. HP+24, MP+8. 


1,200 


800 


Kn, Ar, Ge, Ln 


Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 
Kn, Ar, Ge, Ln 

Kn, Ar, Ge, Ln 


Valkyries in the Deep Dungeon (must 
have Move-Find Items ability 
equipped) 

Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 


Women 


Knight, Lancer, Summoner 
Knight, Lancer, Summoner 

Knight, Lancer, Summoner 
Knight, Lancer, Summoner 


Knight, Lancer, 
Knight, Lancer, 
Knight, Lancer, 
Knight, Lancer, 
Knight, Lancer, 
Knight, Lancer, 
Knight, Lancer, 


Summoner 

Summoner 

Summoner 

Summoner 

Summoner 

Summoner 

Summoner 


Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th 
Me, Or, Ge, Nj, Cl, Bd, Dc 


Castles, Lesalia Capital, Dorter 
Castles, Lesalia Capital, Dorter 

Castles, Lesalia Capital, Dorter 


Fur Shop, Poached Red Chocobo 


Castles, Lesa 
Castles, Lesa 

Castles, Lesa 
Castles, Lesa 

Castles, Lesa 
Castles, Lesa 
Castles, Lesa 
Castles, Lesa 
Castles, Lesa 
Castles, Lesa 
Castles, Lesa 


ia Capital 
a Capital 

a Capital 
a Capital 

a Capita! 
a 

a Capital 
a Capital 
a Capital 
a Capital 
a Capital 


if 


m 


All Shops No Castles 


Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 


All Shops No Castles 
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Description 


All Shops No Castles 


Sturdy white feathered hat. HP+16. MP+5 


Feather Hat 


Sturdy leather hat. HP+8 


Leather Hat 


Lveryone but Mime 


Leather shoes colored with magenta dye. AT: Magic+1, Move+1 


Red Shoes 


tveryone but Mime 


Expensive, brand-name shoes. Speed+1 


Sprint Shoes 


Everyone but Mime 
Everyone but Mime 
Everyone but Mime 


Germinas Boots Fitted boots. Easy to move around in. Move+1, Jump+1 


Feather Boots Soft, lightweight shoes. Always: Float 


Shoes made by soaking in rosin. Cancels Lightning elemental magic 
Cancel: Lightning, Don't Move. 


Rubber Shoes 


Crystal Mail 

Inlaid platinum armor. The crystals look like mined gems. HP+110. 

19,000 

Knight, Lancer, Summoner 

Castles, Lesaiia Capital 

1 Reflect Mail 

Armor protects the wearer from magic attacks with Reflect. HP+130. 
Always: Reflect. 

18,000 

Knight, Lancer, Summoner 

Castles, Lesa 

lia Capital 

1 Carabini Yell 

Thick Mythril armor. This can endure extreme impact. HP+100. 

13,000 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

■ Platinum Armor 

MythriI/Platinum armor. Has a white luster. HP+90. 

9,000 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

|H Diamond Armor 

Diamond Armor. HP+80. 

6,000 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

d Gold Armor 

Like Platemail, but reinforced with gold. HP+70. 

3,600 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

■1 Plate Mail 

Improved Mythril armor with increased capability. HP+60, 

3,000 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

4 Mythril Armor 

Mythri! Armor, sturdy and fight. HP+50. 

2,000 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

Chain Mail 

Chain-link armor. HP+40. 

1,300 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

Bronze Armor 

Simple bronze armor. HP+30. 

800 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

*1^0* Linen Cuirass 

Armor whose outer shell is bronze; inside is linen. HP+20. 

600 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

^Leather Armor 

Layered leather armor. HP+10. 

200 

Knight, Lancer, Summoner 

Castles, Lesa 

ia Capital 

Black Costume 

Black Battle Clothes. HP+100. Cancel: Stop 

12,000 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Do 

All Shops 

No Castles 

1 Earth Clothes 

Garment made from beautifully designed fabric. HP+85. MP+10 Absorb: 
Earth. Strengthen: Earth. 

10,000 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

j Power Sleeve 

String to tie up excess pars of a garment for agility. HP+70. AT: 
Physical+2. 

7,000 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

1 Judo Outfit 

Martial art uniform from another culture. HP+60. AT: Physical+1. Cancel: 
Dead, 

4,000 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

| Bngandain 

Mythril garment. Reinforced with platinum plates. HP+50. 

' .7:: '■ .. ' .;•••■ .• , 7- 

2,500 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

fy. Wizard Outfit 

Sorcerer's hooded garment. HP+42. MP+15. 

1,900 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

Adaman 

Heavy metal vest. HP+36. 

1,600 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

||j Mythril Vest 

Mythril Vest. Small mythril plates sewed on the chest area. HP+30. 

1,500 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

All Shops 

No Castles 



Me, Or, Ge, Nj, Cl, Bd, Dc 




1 Chain Plate 

Chain linked shirt. HP+24. i ' § T, A T 

900 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

H Leather Plate 

Layered leather battle clothes. HP+18. 

500 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

■ Leather Outfit 

Leather battle clothes. HP+10, 

300 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

■ Clothes 

Battle clothes. Sturdier than normal clothing. HP+5. 

150 

Sq, Ch, Ar, Pr, Wi, TM, Su, Th, 

Me, Or, Ge, Nj, Cl, Bd, Dc 

All Shops 

No Castles 

■ Light Robe 

Robe woven from a glistening fabric. HP+75. MP+50. 

30,000 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No Castles 

i Rlppk' Rnhp 

Ebony gown. Strengthens elemental magic. HP+60. MP+30. 
Strengthen: Fire, Lightning, Ice. 

13,000 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No 

uidU\ nuuG 

i ^ 

Tm-Ar W | ^ 

W White Robe 

Pure-White gown. Reduces elemental damage by half. HP+50. MP+34. 
Half: Fire Lightning Ice. 

9,000 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No Castles 

|j| A Chameleon Robe 

Green robe dyed with an extract from a shiny green stone. HP+40. 
MP+28. Cancel: Dead. Absorb: Holy. 

5,000 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No Castles 

Wizard Robe -|^||| 

Hooded Robe. HP+30. MP+22. AT: Magic+2. 

4,000 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No Castles 

||| Silk Robe 

Smooth silken robe. HP+20. MP+1Q. 

2,400 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, Cl 

All Shops 

No Castles 

■ Linen Robe 

Simple linen robe. HP+10. MP+10. 

1,200 

Kn, Pr, Wi, TM, Su, Me, Or, 

Ge, Ln, Sm, C! 

All Shops 

No Castles 
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Everyone but Mime 
Everyone but Mime 


CleatecJ running shoes. Increases jump power with firm grip. Jump+1 


Layered leather battle boots. Move+1 


Everyone but Mime 
Everyone but Mime 
Everyone but Mime 


Thin leather gauntlet. AT: Physical+3. 50,000 

Gauntlet that increases magic attack power. AT: Magic+2. 20,000 

Gauntlet increases weapon attack power. AT: Physical+1. 5,000 

Ring receives divine protection from an angel. Cancel: Dead, Darkness, 20,000 
Reraiser. 

Ring that reflects magic with words of the engraved contract. Always: 10,000 

Reflect. 

Inlaid ring with spiritual powers. Cancel: Silence, Berserk. 10,000 

Metal ring with spiritual powers. Cancel: Sleep, Death Sentence. 5,000 


Bracer 


Magic Gauntlet 


Power Wrist 


Everyone but Mime 


Everyone but Mime 


Reflect Ring 


Everyone but Mime 
Everyone but Mime 


efense 


Anyone w/ Throw ability All Shops 

No Castles 

Anyone w/ Throw ability All Shops 

No Castles 

Anyone w/ Throw ability All Shops 

No Castles 

Anyone w/ Throw ability All Shops No Castles 

Anyone w/ Throw ability All Shops 

No Castles 

Anyone w/ Throw ability All Shops No Castles 

Anyone w/ Item ability (Chemist) Ail Shops 
Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 


Cross shuriken used by famous Ninja school. Edge is hook-shaped to raise 
damaging power. Attack Power: 10. 

Windmill-shaped disc. Slashes enemy with its high speed spinning. 

Attack Power: 7. 

Throwing weapon used by Ninja. Hits enemy by spinning. Attack Power: 


Yagyu Darkness 


Magic Shuriken 


Shuriken 


Ball that causes lightning damage. Attack Power: 8. Lightning Elemental. 

A ball that causes water damage when thrown. Attack Power: 8. Water 
Elemental. 

Ball that causes are damage. Attack Power: 8. Fire Elemental. 

Holy Water that revives dead. Cancel: Undead, Blood Suck. 

Medicine restores HP. Stronger than Hi-Potion. HP restore 150. 

Medicine restores MR Stronger than Ether. MP restore 50. 

Remedy cures various abnormal status. Cancel: Petrify, Darkness, 
Confusion, Silence, Oil, Frog, Poison, Sleep. 

Mysterious feather revives dead units. Disappears after one use. Cancel: 
Dead. 


water Ball 




Holy Water 


X-Potion 




Remedy 


Anyone w/ Item ability (Chemist) All Shops 


Phoenix Down 


Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 
Anyone w/ Item ability (Chemist) All Shops 


Medicine restores MP MP restores 20 


Hi-Potion 


Medicine restores HR Stronger than Potion. HP restore 70. 

Tool to cure petrified units. Needle breaks after one use. Cancel: Petrify, 


Maiden's Kiss 


Medicine restores units who've become frogs. Cancel: Frog 


Herb used to restore units who've lost their voices, so they cannot cast 
spells. Cancel: Silence. 

Medicine used when one's sight is lost in magic attacks. Cancel: 
Darkness. 

Medicine neutralizes poison from enemy attacks. Cancel: Poison. 
Medicine that restores HP. Causes damage if used on undead. HP restore 


Anyone w/ Item ability (Chemist) 


Antidote 


Anyone w/ Item ability (Chemist) 
Anyone w/ Item ability (Chemist) 


Potion 


frc- 


Anyone w/ Item ability (Chemist) 


Precious medicine that completely restores Hp and Mp 


108 Gems 

Beads connected together with 108 linden seeds. Cancel: Undead, Blood 
Suck, Frog, Poison. 

15,000 

Everyone but Mime 

All Shops 

N-Kai Armlet $jp; 

Ceremonial armlet. Worn for the god of darkness, Cancel: Confusion, 
Charm, Half: Dark. 

10,000 

Everyone but Mime 

All Shops 

Jade Armlet 

Armlet inlaid with polished jewels. Cancel: Petrify, Stop. 

10,000 

Everyone but Mime 

All Shops 

Defense Armlet 

Magenta inlaid armlet. Cancel: Don't Move, Don't Act, 

7,000 

Everyone but Mime 

All Shops 

Diamond Armlet 

inlaid with high spiritual powers. AT: Physical+1, Magic+1. Cancel: Slow. 

5,000 

Everyone but Mime 

All Shops 

Feather Mantle 

Light cape, soft as a feather. Accessory Evade: Physical 40%, Magic 
30%. 

20,000 

Everyone but Mime 

All Shops 

Dracula Mantle 

Cape with outer fabric black and inner fabric magenta. Accessory Evade: 
Physical 28%, Magic 28%. 

15,000 

Everyone but Mime 

Ail Shops 

Elf Mantle 

Elf Mantle. Thin, short, fabric cape. Special fabric with spiritual powers. 
Accessory Evade: Physical 25%, Magic 25%. 

8,000 

Everyone but Mime 

All Shops 

Wizard Mantle 

Hooded Sorcerer's cape. Accessory Evade: Physical 18%, Magic 18%. 
AT: Magic+1. 

2,000 

Everyone but Mime 

All Shops 

Leather Mantle 

Sturdy leather cape. Accessory Evade: Physical 15%, Magic 15%. 

8,000 

Everyone but Mime 

All Shops 

Small Mantle 

Small woo! cape. Accessory Evade: Physical 10%,Magic 10%. 

300 

Everyone but Mime 

All Shops 
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moves end combos list 



he Star Wars universe has entered 
the 3-D brawler arena with Lucas 
Arts Masters of Teras Kasi. To fully explore 
the powers of the force, you need to study 
the following moves for all the characters— 
including Darth Vader. 

Each character, with the exception of 
Arden Lyn and Thok, has a series of non¬ 
weapon moves and a series of weapon 
moves. To draw a character's weapon, sim¬ 
ply press R2. You might think the weapon 
moves will naturally be more powerful, but 
several of the non-weapon moves and com¬ 
bos can be just as effective. There's room for 
both types of moves in your strategy for each 
character, and you'll need to practice both 
to become a true master. 


Defense 

The defense system is fairly basic-just pushing away 
from your opponents blocks their attacks. Another use¬ 
ful defensive maneuver is the side step. It's crucial for 
avoiding projectiles and laser blasts, but it's also effec¬ 
tive as a blocking technique. The side-step maneuver 
also works while you're on the ground, so it's effective 
in avoiding your opponent's pounce attacks. Some for- 
ward-roiling moves are also good for defense, as you 
cannot be hit during your roll. When you've finished the 
roll, you will be in close for any number of attacks. 

Combos 

Much like in Capcom's Star Gladiators , the combo sys¬ 
tem in Star Wars is broken up into branches. Each 
combo has an introduction move, or starter, that you 
must execute first. Afterwards, you have your choice of 
how the combo will continue and how long it will be. 
Each branch consists of a certain number of button 
presses you must hit in order to continue the combo. 
Timing is very crucial. Most often, the longest branch 
can reach a total of 10 hits or more, but partial combos 
can also be effective. 




BRANCH 2 □ 
BRANCH 3 □ 





, 1*. J • *' ■»': 


NOTE: Example uses Chewbacca’s Non-Slop lembos 

We list a combo starter for most the characters, then list at 
least a combo branch or two that you can add to the end 
of the starter. To simplify things, we list the branches with 
the combo starters included, but experiment with the 
starters to create your own branches. 



Non-Weapon Attack 


Advance Roll. 

4 4 K I 

Left Punch. 

. □ 

Metal A rm-Swing. 

.A 

Metal Backhand. 

.4+n 

Right Punch. 

.4 -f A 

Spinning Backhand. 

.4 + A 

Metal Hammer. 

4 A 

Super Metal Hammer. 

4 4 A 

Right Gutpunch. 

4 4 ' 

High Power Punch. 

4 * 4 A 

Super High Power Punch. 

4 * 4 x 4 A 

Low Power Punch. 

.4 X 4 G+A 

Super Low Power Punch.4 

* 4 x 4 D+A 

Head Box. 

..^ _: + 

Windup Swing. 

.4 4 □ 

Quick Sonic Blast. 

4 4 A 

Sonic Blast (1 Power Bar). 

.hold 4, 4 A 

Sonic Sphere (1 Power Bar). 

.hold 4, 4 a 

Sonic Shockwave (4 Power Bars). 

.hold 4 f 4 a 

Left High Kick.. 

... X 

Right High Kick. 

o 

Right Kick To Middle. 

. + +0 

Retreating Spring Kick. 

.4-rX 

Flip Kick. 

.X+O 

Crescent Kick. 

.■» ■* X 

Flying Double Kick,... 

4 4 0 

Double Sweep Kick.. 

.* X 

Crouching Left Punch. 

.hold 4, □ 

Crouching Right Punch. 

.hold 4 r a 

Crouching Left Kick... 

.hold 4 ( x 

Crouching Right Kick. 

..hold 4 ( o 

Jump Up Punch. 

.4 +□ or A 

Low Jump Punch. 

.n or A, 4 

High Jump Punch. 

.4, □ or A 

Jump Up Kick. 

.4+x or 0 


A 


Low Jump Kick. X or O, ♦ 

High Jump Kick.♦, X or 

Running Drop Kick.♦, hold +, □ or A 

Running Slide.4, hold *, X or 0 

Ground Stomp...4+x or O 

Foot Fall Pounce...4+X or 0 

Scorpion ^Thro\A/....,....... ...../a-i - ^ 

Aerial Head Drop Throw.... D+O 

Combos 

One/Two Punch—.. ...CD 

Metal One/Two Swing. A 

Double High Kick. O O 

Double Ankle Kick...4 4 C 

Metal Triple Swing.A A A 

Super Metal Triple Finish (1 Power Bar).A A 4 A 

Flip Kick Cartwheel. X+O, O 

One/Two Punch Plus Flip Kick. □ AX 

One/Two Punch Plus Backhand. □ A A 

Rising Axe Kick.4 4 * 4 O 

Super Rising Axe Kick 

(1 Power Bar).4 44 x 40 

Rolling Uppercut........4 4 x 4 □ 

Super Rolling Uppercut.4 4 x 4 □ 

Metal Downswing.4 4 o A 

Metal Backhand Uppercut.4 4 o A □ 

Metal Slammer Combo Starter..4 4 q a □ A 

Arden Branch 1.4 4 0 A □ A X O O 

Arden Branch 2___4 * OADAADDXO 



Non-Weapon Attacks 

Left Punch. □ 

Right Punch.. A 

Standing Uppercut. + +A 

Spinning Backhand.>+A 

Flying Torpedo (Repeat E+A 

Up To 5x For Continuous Fight).* * * D+A 
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4 * 4 D+A 

.4 * * 4 □ 

.4 4 □ 

.4 4 

.4 4 O 

4 4 A 


Tether Line (2 Power Bars). 

Drilling Uppercut. 

Left Side Gut Punch. 

Right Side Gut Punch..... 

Jet Jump Kick. . . 

Thermal Detonator (1 Power Bar). 

Left High Kick. X 

Left Low Kick.4+x 

Right High Kick. O 

Quick Knee. 4 +0 

Double Sweep Kick ...* X 

Sweep Kick....* X 

Crouching Left Punch..hold 4 , □ 

Crouching Right Punch..hold 4 , A 


A 


Low Uppercut.....^ 

Crouching Left Kick.....hold 4 , X 

Crouching Right Kick.....hold +, 0 

Jump Up Punch. 4 +D or A 

Low Jumping Punch...Dor A, 4 

High Jumping Punch....4, C or A 

Jump Up Kick.4+x or 0 

Low Jumping Kick.. .X or 0, 4 

High Jumping Kick..♦, X or C 

Shoulder Slam.4 ( hold 4 , □ or A 

Slide..... 4 1 hold 4 , X or 0 

Ground Stomp...... 4 +X or 0 

Double Knee Drop. 4 + or X 

Hip-Toss Throw. A+X 

H ea d- B utt Th row ...... □+O 

IMon-Weapon Combos 

Quick Punch Kick.. □ O 

One/Two Punch. DA 

One/Two Punch Pius Uppercut.. □ A n 

One/Two Punch Plus Spinning Backhand . □ A A 

Double Spinning Backhand. 4 * 4 

Triple Spinning Backhand,. ......................... —- —1. 1 —■—- * 

Flame Thrower.. 4 * 4 * 4 n 

Rocket Pack Volley 

(Super Gold Power Bar).. 4 * 4 * «■ 

Fett Combo Starter...A X A □ A 

Fett One/Two Branch 1...A X □ □ A X O 

Fett One/Two Branch 2.A X □ □ A A □ A A X 

Weapon Moves 

Rifle-Across Swing. A 

Rifle-Upswing. 4 +A 

Rifle-Butt... 4 +A 

Crouching Rifle Shot..hold 4 ( * 4 & 

Standing Rifle Shot. 4 * 4 

Angled Rifle Shot. 4 4 a 

Rocket Shot.. 4 4 A 

Left-Side Gut Punch. 4 4 ~ 

Drilling Uppercut.. 4 4 si 4 □ 

Jet-Jump Kick... 4 4 O 

Left Low Kick. 4 +X 

Quick Knee. 4 +G 

Low Jumping Punch... D or A, 4 

High Jumping Punch... 4 , □ or A 

Jump Up Kick......♦, X or O 

Low Jumping Kick. .....X or 0, 4 

High Jumping Kick. 4 , X or O 

Shoulder Slam... 4 , hold 4 , Dor A 

Slide. 4 , hold 4 , X or O 

Crouching Left Punch.hold 4 , □ 

Crouching Right Punch.hold 4 , A 

Crouching Uppercut...... 4 A 

Crouching Left Kick.hold 4 , X 

Crouching Right Kick.hold 4 , O 

Ground Stomp.. 4 +X or 0 

Double Knee Drop... 4 +0 or X 



Chewbacca 

Non-Weapon Moves 

Left Punch.. □ 

Right Punch. A 

Left Wookie Push. 4 +D 

Right Wookie Push .. 4 +A 

Standing Uppercut. 4 A 

Wookie Big Slap. 4 4 

Super Wookie Big 

Siap (1 Power Bar)... 4 4 4 A 

Head Slam Punch.. 4 +A 

Two-Fist Uppercut.□+ 

Super Two-Fist 

Uppercut (1 Power Bar). 4 4 D+A 

Head Clap Attack. 4 D+A 

Gorilla Slap. 4 □+• 

Two-Handed Push Down,... 4 D+A 

Thermal Detonator (1 Power Bar). 4 4 

Left High Kick...X 

Left Low Kick. 4 +X 

Right High Kick. ..G 

Right Mid Kick... 4 +C 

Quick Knee. 4 4 0 

Crouching Left Punch.hold 4 , □ 

Crouching Right Punch.hold 4 , A 

Crouching Uppercut. 4 , A 

Crouching One/Two Punch..hold 4 , □ A 

Crouching One/Two 

Punch Plus Uppercut.hold 4 , □ A A 

Crouching One/Two Punch 

Plus Super Uppercut (1 Power Bar). 4 □ A 4 A 

Crouching Left Kick..X 

Crouching Right Kick. .0 

Jump Up Punch.. 4 +Z or. 

Low Jumping Punch. ....□ or A, 4 

High Jumping Punch. 4 , C or A 

Jump Up Kick. 4 +X or O 

High Jumping Kick..... 4 , X or O 

Shoulder Siam .. 4 , hold 4 , il or A 

Slide... 4 , hold 4 , O or X 

Stomp. 4 +0 or X 

Foot/Fall Pounce... 4 +0 orX 

Wookie Flip Throw.A+X 

Wookie Shake Throw.. D+0 

Non-Weapon Combos 

Double Side Strike. DA 

Wookie One-Handed Slap. 4 4 A A 

Super Wookie One-Handed 

Slap (1 Power Bar). 4 4 4 A A 

Double Side Strike Plus 


Two- Handed Uppercut. □ A A 

Double Side Strike Plus Super 

Two-Handed Uppercut (1 Power Bar). ...DA 4 A 

Chewie Start 1.. 4 , D+A, A □ A 

Chewie Branch 1.. 4 , D+A, A □ A A □ 

Chewie Branch 2.. 4 , D+A, A □ A □ 

Chewie Branch 3 .. 4 , D+A, A □ A □ A 

Weapon Moves 

Left Punch... □ 

Bowcaster Across Swing..A 

Left Wookie Push. 4 +□ 

Bowcaster Upswing. 4 + A 

Bowcaster Swipe. 4 + A 

Crouching Bowcaster Shot.hold 4 , 51 4 A 

Crouching Stun Shot.hold 4 , * 4 A 

Standing Bowcaster Shot. 4 * 4 A 

Angled Bowcaster Shot. 4 4 A 

Angled Stun Shot. 4 4 A 

Super Bowcaster Blast (t Power Bar). 4 * 4 D+A 

Scatter Shot (2 Power Bars). 4 4 A 

Super Scatter Shot (4 Power 

Bars Or A Super Gold Power Bar). 4 4 A 

Left High Kick.. X 

Left Low Kick. 4 +X 

Right High Kick. O 

Right Mid Kick. 4 +0 

Quick Knee... 4 4 O 

Low Jumping Punch. D or , 4 

High Jumping Punch... 4 , □ or A 

Jump Up Kick...... 4 +X or 0 

High Jumping Kick.. 4 , X or O 

Shoulder Siam.. 4 , hold 4 ( D or A 

Slide. 4 , hold 4 , X or O 

Crouching Left Punch.hold 4 , □ 

Crouching Right Punch.hold 4 , A 

Crouching Left Kick.hold 4 , X 

Crouching Right Kick.hold 4 , O 

Ground Stomp. 4 +X or O 

Foot/Fall Pounce.. 4 +X or O 



Non-Weapon Moves 

Advance Roll. 4 4 * 4 

Roll Uppercut... 4 4 * 4 □ 

Super Roll Uppercut (1 Power Bar). 4 4 * 4 □ 

Left Punch.. □ 

Right Punch...A 

Standing Uppercut. 4 +A 

Spinning Backhand.. 4 + A 

Two-Fisted Uppercut.. □+. 

Super Two-Fisted 

Uppercut (1 Power Bar). 4 4 + 


A* 
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Jump Uppercut. 

.4 4 * 4 □ 

Left Side Gut Punch. 

. 4 4 □ 

Super Jump Uppercut 


Jumping Uppercut. 

4 4 H 4 □ 

(1 Power Bar). 

4 4 4 * 4 □ 

Super Uppercut. 

4 4 4 * 4 [] 

Left Side Gut Punch.. 

. * •* □ 

Left Low Kick... 

. X 

Right Side Gut Punch. 

4 4 A 

Left High Kick. 

. 4+X or 4+x 

Thermal Detonator (1 Power Bar). 

4 4* A 

Right High Kick. 

. 0 

Defense Seeker (1 Power Bar). 

4 4 4 A 

Right Mid Kick. 

.++0 

Left Low Kick. 

. X 

Right Mid Kick2.. 

.<--0 

Ax Kick. 

. 4 4 X 

Quick Knee. 

. 4 4 0 

Super Ax Kick (1 Power Bar). 

. 4 4 4 X 

Low Jumping Punch. 

. 4 f □ or A 

Right High Kick. 

. 0 

High Jumping Punch. 

. 4 , □ or A 

Left High Kick. 

... 4+X or 4+x 

Jump Up Kick. 

.. 4 x or 4 0 

Spin Kick. 

. 4+0 

Low Jumping Kick. 

. 4, X or 0 

Front Kick. 


High Jumping Kick. 

. 4, X or 0 

Quick Knee. 

. 4 4 O 

Drop Kick. 

... 4 ( hold 4 f □ or A 

Crouching Left Punch. 

. □ 

Slide. 

...4, hold 4, x or 0 

Crouching Right Punch. 

A 

Crouching Left Punch. 

.hold 4 □ 

Low Uppercut. 

.* A 

Crouching Right Punch. 

.hold 4 a 

Crouching One/Two Punch. 

. 4 □ A 

Crouching Left Kick. 

.hold 4 x 

Super Crouching 


Crouching Right Kick. 

.hold 4 0 

One/Two Punch (1 Power Bar). 

. 4 4 n a 

Crouching Blaster Shot. 

.hold 4 , m a 

Crouching One/Two 


Foot/Fall Pounce. 

. 4 X or 4 0 

Punch With Uppercut. 

. 4 HA A 

Ground Stomp. 

. 4 x or 4 0 

Super Crouching One/Two Punch 


Hip Toss Throw. 

.A+X 

With Super Uppercut (1 Power Bar).... 

.4 4 DA 4 A 

Head Butt. 

. D+O 

Crouching Left Kick. 

. X 



Crouching Right Kick. 

. 0 

Weapon Combos 


Jump Up Punch. 

. 4+ or A 

Rapid Kicks. 

.XO 

Low Jumping Punch. 

. □ or A, 4 

Rapid Tracer Stream 


High Jumping Punch. 

.4, □ or A 

(Super Gold Power Bar).4 

4 4 A A A A A A 

Jump Up Kick. 

.4+X or 0 

Desperado Draw 


Low Jumping Kick. 

. X or O, 4 

Combo Starter. 

4H44H4AA 

High Jumping Kick. 

.4, X or 0 

Desperado Draw Branch 


Drop Kick.♦ , 

hold 4 ( □ or A 

1 (1 Power Bar)..4 

*44*4AAA 

Slide.*, 

hold 4 # 0 or X 

Desperado Draw Branch 


Jump Down Punch/Pounce. 

.4, □ or A 

2 (2 Power Bars). 4 * 

4 4 * 4 

Foot/Fall Pounce. 

.4, X or 0 

Desperado Draw Branch 


Ground Stomp. 

. *,Xor 0 

3 (3 Power Bars). 4*4 

4 v 4 a A A A A 

Hip Toss Throw. 

.A+X 

Desperado Draw Branch 4 (Super 


Head Butt. 

. D+O 

Gold Power Bar). 4 * 4 4 

* 4 


Non-Weapon Combos 

Rapid Kicks. X O 

Quick Punch Kick. □ O 

One-Fist Fury. A A 

Triple Fist Fury.AAA 

One/Two Punch.. DA 

One/Two Punch Pius Uppercut. □ A □ 

One/Two Punch Pius 

Super Uppercut (1 Power Bar). □ A * □ 

One/Two Punch Plus Backhand. □ A A 

One/Two Punch Plus 

Super Backhand (1 Power Bar). □ A * A 

IDouble Spin Backhand..♦ * ♦A 

triple Spin Backhand..♦ * «■ A A 

Han Start 1 . X A □ A □ 

Han Branch 1. X ADADAAXA 

Han Branch 2. X A □ A □ X □ A □ 


Weapon Moves 

Advanced Roll. 4 4 * 4 

Advanced Roll. *4*4 

Rolling Uppercut.♦ 4 * 4 □ 

Super Rolling Uppercut (1 Power Bar).* + * 4 Z 

Left Punch.. D 

Pistol Whip.A 

Spinning Backhand.*+A 

Blaster Shot.♦ * 4 A 

Super Blaster Shot (1 Power Bar).4 * 4 D+A 

Angled Blaster Shot.4 * A 

Tracking Blast.. * 4 A 



Non-Weapon Moves 

Left Punch. □ 

Right Punch.....A 

Spinning Backhand...<-+A 

Left High Kick.. X 

Right High Kick... O 

Forward Kick. 4+0 

Sweep Kick...* X 

Crouching Left Punch.. □ 

Crouching Right Punch...A 

Low Uppercut....* A 

Crouching Left Kick..... X 


Crouching Right Kick. 

. 0 

Low Jumping Punch. 

.“lor A, 4 

High Jumping Punch. 

.4, n or A 

Jump Up Kick. 

.4+x or 0 

Low Jumping Punch. 

. X or O, 4 

High Jumping Punch.. 

.4, X or 0 

Drop Kick.4 ( 

hold 4 f L or A 

Slide.4 ' 

hold 4 f 0 or X 

Ground Stomp. 

.4+x or 0 

Foot/Fall Pounce. 

.4+x or 0 

Knee Attack. 

....□+0 or A+X 

Non-Weapon Combos 


One/Two Pounce.. 

. DA 

One/Two Punch With Flip Kick. 

. □ AX 

Weapon Moves 


Staff Left Across Swing. 

. □ 

Overhead Staff Swing. 

. A 

Staff Right Across Swing. 

. 0 

Staff Upswing. 

.4+0 

Backhand Strike. 

.«-+o 

Super Staff Uppercut (1 Power Bar).... 

.4 4 4 * 4 A 

Kick With Staff. 

. X 

Front Mid Kick With Staff. 

.4+X 

Spinning Mid Kick... 

.4+X 

Sweep Kick. 

.* X 

Jump Up Staff. 

4+X or 0 or A 

Low Jumping Staff. 

□ or 0 or A, 4 

High Jumping Staff. 

♦ , DorOor A 

Jump Up Kick. 

.4 X 

Drop Roil.4 f 

hold 4 f □ or A 

Slide.4 r 

hold *►, 0 or X 

Crouching Staff Left Across Swing. 

. □ 

Crouching Overhead Staff Swing. 

A 

Crouching Staff Right Across Swing.... 

. 0 

Crouching Kick. 

. X 

Gaffi Ground Stab. 

4+X or 0 or A 

Ground Stomp. 

.4+x 

Foot/Fall Pounce. 

.4 X 

Impaler. 

.A+X 

Piercing Spin Siam.. 

. 0+0 

Weapon Combos 


Left-Right Staff Swing. 

. DO 

Left-Right Staff Swing Pius Staff Backhand. □ 0 0 

Left-Right Staff Swing Plus 


Super Staff Backhand (1 Power Bar)... 

. □ 0 4 0 

Left-Right Staff Swing 


Plus Low Staff Swing. 

. 0 4 □ 

Left-Right Staff Swing Plus 


Super Low Staff Swing (1 Power Bar). 

. □ 0 + + □ 

Staff Double Down Swing. 

.4 4 A 

Super Staff Double 


Down Swing (2 Power Bars). 

.4 4 4 A 

Staff Uppercut. 

4 4*4 

Super Staff Uppercut (1 Power Bar). 

4 4 4 *4 

Super Staff Super 


Uppercut (1 Power Bar).4 4 

4 * 4 A 4 0 

Staff Uppercut Pius Surprise. 

.4 4 * 4 A 0 

Staff Uppercut Plus 


Super Surprise (1 Power Bar)....4 

4 * 4 A 4 0 

Super Staff 


Uppercut Plus Surprise.4 

4 4 * 4 A 0 

Super Staff Uppercut Plus 


Super Surprise (1 Power Bar).4 4 

4 * 4 A 4 0 

Gaffi Gas Attack (2 Power Bars). 

4*4*40 

Double Spin Staff. 

.4 *4Q 

Quad Spin Staff. 

.4 *4Q0 

Super Quad Spin Staff (1 Power Bar).. 

.4 * 4 04 0 

Whirling Dervish 1. 4 * 4[]aOXCIAOXII 
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Whirling Banshee Power (Super 

Gold Power Bar) . * * 4 DAOXDAOXn 

Hoar Start. C X X Q A 

Hoar Branch 1... O X X 0 A A □ A 

Hoar Branch 2. 0 XXOAXAOOOO 



Non-Weapon Moves 

Advance Roll. 4 4 * 4 

Left Punch. □ 

Right Punch..... A 

Spinning Backhand. 4 +A 

Left High Kick. X 

Left Low Kick.. 4 +X 

Right Kick To Head. Q 

Front Kick. 4 +0 

Spin Kick. 4 +0 

Hand Spring Retreat Kick. 4 +X 

Crescent Kick. 4 4 O 

Double Flying Kick. 4 

Flip Kick. 4 

Low Kick Uppercut. 4 * 

Thermal Detonator (1 Power Bar).* 

Detonator Stun (2 Power Bars). 4 

Replicating Detonator (3 Power Bars).. 4 4 

Laser Seeker (Super Gold Power Bar). 4 4 


Healing Force (1 Power Bar) 
Crouching Left Punch. 


4 * 4 D+X 

...□ 


Crouching Right Punch. 

Crouching Left Kick...X 

Crouching Right Kick.. .....O 

Low Jumping Punch..... □ or A, 4 

High Jumping Punch..□ or 

Jump Up Kick..*+X or O 

Low Jumping Kick.X orO, ♦ 

High Jumping Kick. 4 , X or O 

Dive Roll. 4 , hold 4 , □ or A 


Slide 


. 4 , hold 4 , X or O 


Jump Down Punch/Pounce.. 4 , □ or A 

Soccer Kick. . . 4 , X or O 

Foot/Fall Pounce. 4 , O or X 

The Crippler...A+X 

Knee Attack. D+O or A+X 


Non-Weapon Combos 

Aerial Cartwheel Kick.. 4 4 X 

Double Roundhouse.. 4 4 0 

Double High Kick. 0 0 

Weapon Moves 

Advanced Roll. 4 4 * 4 

Staff Left Side Swing Across... □ 

Overhead Staff Swing.......A 

Staff Right Side Swing Across... O 


Staff Upswing. 4 +0 

Staff Backhand Strike. ...>+0 

Staff Uppercut. 4 4 * 4 0 

Super Staff Uppercut (1 Power Bar). 4 4 4 11 0 

Staff Thrust. 4 4 O 

Super Staff Thrust (1 Power Bar). 4 4 4 O 

Staff Spear...-- 4 4 □ 

Super Staff Spear (1 Power Bar).,. 4 4 4 □ 

Flip Kick. 4 4 X 

Right Kick To Head. X 

Front Kick.. 4 +X 

Handspring Retreat Kick. 4 +X 

Double Flying Kick..... 4 4 X 

Low Kick Uppercut. 4 * 4 X 

Jump Up Staff.. 4 +- or A 

Low Jumping Staff Swing. □ or A, 4 

High Jumping Staff Swing.♦ , □ or A 

Jump Up Kick. 4 X 

Low Jumping Kick....... X, 4 

High Jumping Kick. 4 , X 

Dive Roll.. 4 , hold 4 , n or A 

Slide. 4 , hold 4 , X or 0 

Crouching Staff Left Side Swing Across. □ 

Crouching Overhead Staff Attack...A 

Crouching Staff Right Side Swing Across. O 

Crouching Right Kick. X 

Soccer Kick.. 4 X 

Foot/Fall Pounce. 4 X 

The Crippler. A+X 

Knee Attack... D+O or A+X 


Weapon Combos 

Aerial Cartwheel Kick.. 4 4 X 

Left-Right Staff Swing... □ 0 

Left-Right Staff Swing 

Plus Staff Backhand Strike. □ O O 

Left-Right Staff Swing Plus Super 

Staff Backhand Strike (1 Power Bar). □ O 4 0 

Staff Double Thrust. 4 4 00 

Super Staff Double 

Thrust (2 Power Bars). 4 4 4 

Staff Double Down Strike. 4 4 

Staff Vertical Double Strike. 4 O A 

Super Staff Vertical 

Double Strike (1 Power Bar)... 4 4 O A 

Lei a Start 1.. O U X X 0 

Leia Branch 1. 0 DXXOXOAOO 

Leia Branch 2.. O □ XX O □ O A □ 0 



Non-Weapon Moves 

Advance Roil. 

Left Punch... 

Right Punch.. 

One/Two Punch.. 

Left High Kick. 

Right High Kick To Head. 

Forward Low Kick. 

Force Bolts (1 Power Bar). 

Healing Force (1-4 Power Bars) 

Crouching Left Punch. 

Crouching Right Punch. 

Crouching Left Kick.. 

Crouching Right Kick. 

Low Jumping Punch. 

High Jumping Punch. 

Low Jumping Kick. 

High Jumping Kick. 

Forward Flip. 

Slide... 

Jump Down Punch/Pounce. 

Soccer Kick. 

Hip Toss Throw. 

Knee Attack.... 


4 4 * 4 

. □ 

A 



X 

o 


. 4 +0 

. 4 * 4 A 

. 4 » 4 D+A 

. □ 

A 

i 4 I I i R i I M I i i I « i I « I * * I » I * t I 

. X 

. o 

. □ or A, 4 

. 4 , □ or A 

. 4 , X or 0 

. X or O, 4 

4 , hold 4 , □ or A 
4 , hold 4 , X or 0 

. 4 , Dor A 

. 4 , XorO 

. 0+0 


X+ 


Weapon Moves 

Advanced Roll. 4 4 si 4 

Saber Left Swing... □ 

Saber Overhead Swing.. A 

Saber Jab. 4 +A 

Super Saber Jab (1 Power Bar). 4 4 A 

Saber Right Swing. O 

Saber Uppercut . .... 4 +0 

Super Saber Uppercut (1 Power Bar). 4 4 O 

Saber Low Sweep Clothesline. 4 4 □ 

Saber High Sweep Clothesline. 4 4 O 

Saber Lunge. 4 4 □ 

Deadly Saber. 4 4 O 

Super Deadly Saber (1 Power Bar). 4 4 4 O 

Force Crescent ( 1/2 Power Bar). 0 +A 

Jedi Blade Throw (2-4 Power Bars). 4 * 4 * 4 A 

Right High Kick. X 

Jump Up Saber. 4 +□ or O or |L 

Low Jumping Saber Swing. □ or 0 or A, 4 

High Jumping Saber Swing. 4 , □ or O or A 

Jump Up Kick. 4 +X 

Low Jumping Kick. X, 4 

High Jumping Kick. 4 , X 

Forward Flip. 4 , hold 4 , □ or A 

Slide. 4 , hold 4 , XorO 

Crouching Left Side Saber Swing. □ 

Crouching Overhead Saber Swing.A 

Crouching Right Side Saber Swing. O 

Crouching Left Kick. .X 

Jedi Pounce. 4 +0 or A 

Soccer Kick.. 4 +X 

Hip Toss Throw. D+O 

Knee Attack. A+X 

Weapon Combos 

Jedi Precision Double Swing. 4 * 4 O 

Jedi Precision Cutting Complete. 4 * 4 0 O O 

Super Jedi Precision 

Cutting Complete (1 Power Bar). 4 * 4 0 4 O 

Double Precision Saber Uppercut. 4 4 51 4 O 

Super Double Precision 

Saber Uppercut (1 Po* 'er Bar). 4 4 4 51 4 O 

Light Saber Sweep ... 4 4 * 4 □ 

Super Light Saber 

Sweep (1 Power Bar).. 4 4 4 * 4 □ 

Figure 8 Swing..... 4 D+A 


















































































































































































Super Figure 8 Swing..4 «• D+A 

Right-Left Saber Double Swing..... O □ 

Right-Left-Right Saber Triple Swing. 0 □ O 

Super Right-Left-Right 

Saber Triple Swing (1 Power Bar}. 0 n ♦ O 

Slashing Stab Combo. □ A 

Luke Start 1. 0 □ X □ 

Luke Branch 1. 0 □ X □ X A X A 

Luke Branch 2.. O □ X □ A X X O 

f TP\ 


Shoulder Siam.hold 4, □ or A 

Slide...4 f hold 4 t X or 0 

Soccer Kick.4+x 

Butt Drop. 4+X or O 

Combos 

Axe Right-Left Combo. O □ 

Axe Hi-Low Combo.4 0 □ 

Axe Twirl To Uppercut Combo.A+O, A 

Flaming Axe Twirl to 

Uppercut Combo (1/2 Power Bar). A+O, A 

Flaming Axe Twirl To Flaming 

Uppercut Combo (1 Power Bar).*, A+O, ♦ A 

Thok Start 1. 0 DAD O 

Thok Branch 1 . 0 DALOAODO 

Thok Branch 2. 0 □ADODOAOO 



Non-Weapon Moves 

Axe Left Swing. □ 

Overhead Axe Swing. A 

Axe Right Swing. 0 

Axe Handle Smack...+ +A 

Axe Jab.. + +0 

Backhand Axe. 4+q 

Advance Roll. 4 4*4 

Rolling Axe Uppercut..4 4 * 4 O 

Rolling Flame Axe 

Uppercut (1/2 Power Bar)...«■ 4 * 4 o 

Overhead Chop..+ + A 

Flaming Overhead Chop (1/2 Power Bar).«■ 4 4 A 

Fancy Twirl Axe. A+O 

Flaming Fancy Twirl Axe (1/2 Power Bar).4 A+O 

Head Rush. D+A 

Jumping Axe Uppercut.....4 4 * 4 a 

Jumping Flame Axe 

Uppercut (1/2 Power Bar)...4 4 4 

Spinning Low Slash..«■ 4 □ 

Flaming Spinning 

Low Slash (1/2 Power Bar).4 4 4 □ 

Spinning Mid Slash...4 4 □ 

Flaming Spinning Mid 

Slash (1/2 Power Bar).4 <■ 4 □ 

Butt Drop Shockwave (1 Power Bar).4 mx 

Growth (1/4-4 Power Bars).4 4 4 a 

Teras Kasi Flame 

Stream (Super Gold Power Bar)..4 4 4 a 

Left High Kick . X 

Front Kick...4+x 

Right Mid Kick....4 x 

Font Low Kick. 4+X 

Crouching Left Punch. □ 

Crouching Overhead Axe.A 

Low Axe Sweep.... .0 

Crouching Low Kick. X 

Jump Up Axe Attack.♦ +□ or O or A 

Low Jumping Axe Swing. □ or O or A, ♦ 

High Jumping Axe Swing..4, □ or O or A 

Jump Up Kick.t+x 

Low Jumping Kick. X, 4 

High Jumping Kick ........... 4 , x 

A Fe BRUfiHY AAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAAA 


Darth Vader 


□ 


Non-Weapon Moves 

Left Punch. 

Right Punch. . . a 

Spinning Backhand.4 +a 

Left High Kick. x 

Right High Kick. O 

Front Kick. 4+o 

Front Low Kick..4+c 

Quick Knee. 44 r, 

Force Bolts (1 Power Bar)...4 * 4 

Force Death Strike 

(Super Gold Power Bar)..4 * 4 * 4 a 

Healing Force.4 * 4 q+a 

Crouching Left Punch.. □ 

Crouching Right Punch..... A 

Crouching Left Kick. X 

Couching Right Kick. O 

Low Jumping Punch. ....Dor A, 4 

High Jumping Punch..4 ( □ or A 

Low Jumping Kick. X or C, 4 

High Jumping Kick.4 ( x or O 

Shoulder Slam.4 ( hold 4, □ or A 

Slide. . .4 f hold 4 ( X or O 

Ground Stomp... .4+x or O 

Jump Down Punch/Pounce.4+□ or A 

Force Choke Grip.. D+0 or 


Weapon Moves 

Left Swing Saber.. 

Overhead Saber.. 

Hilt Butt Smack. 

Right Swing Saber. 

Wide Slash... 

Wide Super Slash (1 Power Bar).. 

High Spin Saber Strike. 

Deep Thrust Lunge.. 

Super Deep Thrust Lunge (1 Power Bar) 


Overhead Saber Lunge.4 4 . 

Deadly Right Saber.. 4 4 q 

Super Deadly Right Saber (1 Power Bar). 4440 

Force Crescent (1/2 Power Bar). □+. 

Left High Kick. X 

Front Low Kick. 4+x 

Front High Kick. 4+x 

Jump Up Saber Attack..♦+□ or O or A 

Low Jumping Saber Swing. □ or O or A, 4 

High Jumping Saber Swing..♦, □ or 0 or A 

Jump Up Kick..4 x 

Low Jumping Kick.4 ( x 

High Jumping Kick...♦, X 

Shoulder Slam..4, hold 4, □ or A 

Slide...'...4, hold 4, X or O 

Crouching Left Saber Swing. □ 

Crouching Overhead Saber Swing.A 

Crouching Right Saber Swing.. 0 

Crouching Left Kick. X 

Ground Stomp. 4+x 

Jedi Pounce. ,4+n or A 

Force Choke Grip. C+0 or A+X 

Weapon Combos 

Difficult Quad Cut...4 Q □ A 

Lightsaber Sweep. ....4 4 m o 

Super Lightsaber Sweep.4 4 4 n 4 0 

Figure 8 Swing......4 q+a 

Super Figure 8 Swing.4 4 f j+a 

Darth Start 1... 0 □ A □ A 

Darth Branch 1. 0 □ A □ A A □ A A 

Darth Branch 2. 0 □ A □ A □ O A 
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Unlocking the Hidden Characters 

Masters of Teras Kasi has several hidden characters to play 
as, which add a lot of life to this fighter. To earn any of the 
characters, first go to the options menu. Set the "Player 
Change At Continue" option to "no." Then follow the 
instructions for each character: 

Darth Vader 

Beat the Arcade Mode using Luke Sky walker to unlock 
Darth Vader. The difficulty level must be set to Standard (or 
higher, Jedi) for it to work. 

Stormtrooper 

Beat the Arcade Mode using Han Solo to unlock the Storm- 
trooper. The difficulty level must be set to Standard (or high¬ 
er, Jedi) for it to work. 

Slave Leia 

Beat the Arcade Mode using Princess Leia to unlock her 
slave outfit. The difficulty level must be set to Jedi. 

Mara Jade 

To earn Mara you have to enter the Team Mode with the dif¬ 
ficulty set to Jedi. Hold 11 + L2 + R1 while selecting Team 
Mode, and during the following loading screen. The com¬ 
puter will preselect the Rebellion side for Player One and 
the Empire side for the CPU/P!ayer Two, and you will see a 
text message, "Battle for Mara Jade." Win the battle 
against the Empire and You will be able to select Mara Jade. 

Jodo Kast 

Play and defeat seven or more characters in Survival mode. 

Select Any Arena 

Unlock the ability to select arenas (in Practice and Arcade 
modes only) by playing through Arcade mode, with Chew- 
bacca, on Standard (or higher, Jedi) difficulty. 

Cheats 

Enter all the following cheats during the character loading 
screen. They appear only in "Versus" or "Practice" modes. 

Big Head: Hold SELECT during loading. 

Super Deformed: Press and hold SELECT, then press 4 + 
X during loading. 

Tiny Mode: Hold SELECT +4 + X + R2 during loading. 
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As far as graphic adventures go on the PlayStation, Broken Sword 
is definately one of the more entertaining choices. The twisting and 
turning plot line will take you to far off places where you're bound 
to get stumped eventually. To get you through some of the mind- 
numbing and downright random puzzles, we put together a com¬ 
plete Broken Sword walkthrough. 

As with all point-and-click graphic adventures, you will 
want to pick up, interact with, ortalkto everything and everyone 
you encounter. When using the walkthrough, remember to go 
through the steps in order, because in some instances you will not 
be able to go back. Whenever you have a conversation with some¬ 
one, always take each subject to completion. Information takes 
prodding to get from some people, so continue to click on a subject 
icon in the lower conversation bar until it goes away. Last but not 


least, if the action button does not get the desired reaction, try the 
examine (or the circle) button. 

Now to the work at hand—solving the Broken Sword mystery 
(and helping George to have an interesting vacation)! 


Broken Sword 



1. Pick up the newspaper lying on the ground. 

2. Walk to where the guy is working on the road. 

3. After you are interviewed by Rosso the detective in 
the cafe, talk to Nico the photographer outside. 

4. Ask Nico about the clown and Plantard (the victim} 
until she gives you her phone number. 

5. Walk back to where the guy is working on the road 
and give him the newspaper. 

6 . When he leaves, grab the tool from the toolbox inside 
the tent. 

7. Walk down the alley through the arched doorway to 
the right of the square by the cafe. 

8 . Use the tool on the manhole cover and climb down. 

9. Grab the clown's nose in the first part of the sewer. 

10. Grab the tissue and the scrap of material from the 
second part of the sewer. 

11. Climb the ladder out of the sewer and up to the 
courtyard above. 

12. Show Rosso's card, then the material to the 
concierge. 

13. Ask the concierge about the jacket.. 

14. End the conversation and go back to the roadworks. 

15. Call up Nico to get her address. 

16. Exit the roadworks to the right to the Paris map. 

17. Go to Rue Jarry, 


Act 1: Paris 


A So, there's just been on explosion in Paris, and George 
Stobard is making it his business to get to the bottom of 
things. To get started, grab the newspaper and walk into 
the scenery towards the guy working on the street. 



A Some of the items will be small and hard to see—just 
getting your pointer on them is a challenge. The clown's 
nose is the little red speck, a perfect example of one of 
those hard-to-see items. 


18. Talk to the old lady selling flowers to locate Nico's 
address. 

19. Try the door; it will be stuck. Ask the flower seller 
about Nico again. 

20. Go to Nico's apartment. 

21. Show Nico the material and take the photograph. 

22. Show Nico the nose. 

23. Leave Nico's apartment for the Paris map and head 
for the Risee du Monde and show the photograph to 
the costumier. 

24. Ask him about the clown until he tells George about 
Mr. Khan. 



A Talk to the lady selling the flowers about Nico, and she 
will direct you to the doorway across the street. 


25. Leave the costumier (taking the hand buzzer). 

26. Call up Todr/k the tailor and ask him about Khan (use 
the photo icon). 

27. From the Paris map, go to the hotel Ubo. 

28. Speak to Piermount at the piano about herself and 
show her the photo. 

29. Try to get the key hanging on the wall by the recep¬ 
tionist. 

30. Ask Piermount about the key. 

31. Continue to talk to her about the key and bring up 
the assassin. 

32. Once the receptionist has left, grab the key. 

Go up the stairs and use the key on the first door on the 
right. 

33. Open the window inside the room and climb out 
onto the ledge. 

34. Go through the window on the right into the neigh¬ 
boring room. 

35. Try leaving the room using the door. The assassin 
will come in and leave some pants on the bed. 

36. Once the assassin has left, examine the pants on 
the bed to find the ID card and the matchbook. 

37. Exit the room through the door. 

38. Ask the receptionist about the safe, then show him 
the ID card. 

39. Show Piermont the ID card so she will help you 
retrieve the manuscript from the safe. 



A Piermont is the nice lady playing the piano. The key is 
hanging on the wall by the receptionist, and it will take 
some trickery to get it. 
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40. Reenter the first room and go out the 
window again. After going out to the 
ledge, drop the manuscript to the 
ground below. 

41. Leave the hotel and you will 
be searched by Flap and Guido. 

42. Go to the alley beside the 
hotel and grab the manuscript you 
dropped. 

43. Go to Nico's apartment and 
talk to her about the man¬ 
uscript. 

44. Go to the Paris 
map and head to the 
museum. 

45. Examine the tri¬ 
pod in the case in 
the center of the 
room. 

46. Leave the museum, go back to the Paris map, and 
head to the airport. (George can also go back to Nico's 
apartment before heading to the airport, where she'll 
tel! you about Peagram.) 

47. Go to Ireland. 


Act 2: Ireland 


snatch the towel from under his elbow. 

9. Ask Fitzgerald about the dig. 

10. Go outside and ask Maguire about 
Fitzgerald. 

11. Go back inside and ask 
Fitzgerald about the dig, Peagram, 
and the gem. 

12. Next, ask him about the 
package. 

13. Once Fitzgerald has 
;ft and Maguire has burst 
i, head outside. 

4. Turn off the beer 
jumps by throwing the 
jxposed switch beside 
he pub door. 

15. Go back inside and ask 
Mick Leary, the bartender, 
for a drink. (If you ordered a drink earlier, you must drink 
it before getting another one.) 

16. Show him the ID card. 

17. Use the snare on the glass washer plug. 

18. Head down to the cellar and undo the bolt holding 
the trapdoor. 

19. Once back out on the street, open the trapdoor. 

20. Return to the cellar and grab the gem. 

21. Turn on the tap and use it to wet the towel. 

22. Leave the pub and head to the castle gate. 

23. Tell the farmer about Fitzgerald's abduction. 

24. Use the haystack to climb to the top of the castle's 
wall. 

25. Take out the sewer key and insert it into the crack 
in the castle wall. 

26. Click on the gap at the top of the wall to climb over. 

27. Approach the goat to the left of the trough by click¬ 
ing on the ladder in the ground. 

28. As soon as the goat knocks you over, click on the 
plough on the ground to the far left. 


▲ Inside MacDevitt's Bar and Lounge, you will find O'Brian 
sitting on the left side of the bar. Doyle is to his right, and 
Ron is sitting (and sneezing} at a table in the right corner. 
Fitzgerald is sitting at the table in the middle of the room, 
and Mick Leary is the bartender behind the bar. 


(If you've arrived in Ireland without talking to Nico first 
then you will need to talk to O'Brien to hear about 
Peagram. O'Brien is sitting at the far end of the bar.) 

1. Talk to Maguire outside the bar about Peagram and 
the dig. 

2. Enter MacDevitt's bar and lounge. 

3. Talk to Ron the poacher in the right corner, then bid 
him farewell. 

4. Wait until Ron leaves a snare on the 
table, then take it as soon as he 
sneezes. (This requires some 
timing.) 

5. Ask Sean Fitzgerald (in 
the center of the room) 
about the dig. 

6. Talk to Doyle, who is sit¬ 
ting at the bar. Ask him about 
Peagram, the dig, 
and Fitzgerald. 

Then ask him if 
he wants a 
drink. 

7. Ask him about Fitzgerald 
again. 

8 . While Doyle is drinking, 


▲ Finally—you're in a place where you're going to get 
some real clues. The plaster is in the sack on the table, and 
the stone slab is on the ground. 

29. Once the goat is trapped, go to the lad¬ 
der and climb down to the excavation. 

30. Get some plaster from the sack on 
the table. 

31. Move the stone slab so that it falls 
onto the sand. Raise the slab and inspect 
the holes in the sand. 

32. Use the wet towel on the plaster in the 
sand. If the towel is dry, go back to the cel¬ 
lar and get it wet again. Leave the faucet on 
when you leave. 

33. Pick up the piaster replica and use it on 
the holes in the wall. 

34. Enter the secret room through the 
door that opens. 


Act 3: Paris 

1. Back at Nico's apartment, show her the gem. 

2. Leave Nico's and go to the Police Station. 

3. Ask Moue at the counter about Marquet. 

4. Head for the Hospital. 

5. Talk to the receptionist at the counter about Marquet. 

6. Show her the I.D, 

7. Talk about Nurse Grendel until she gives you direc¬ 
tions to Marquet. 

8. Go down the corridor. 



A The doctor's jacket is behind the door to the left of Sam 
the cleaner. Unplug his machine by the watercooler. 


9. Speak to Sam the cleaner, then unplug the cleaning 
machine. It's plugged into the wall by the water cooler. 

10. When Sam goes to plug it back in, go to the closet 
and grab the doctor's coat. 

11. Head into the ward and talk to Nurse Grendal until 
she tells George about the doctor. 

12. Go back to the reception area and talk to the doctor 
in the brown pants, who's standing still. 

13. Go back down the hallway to the ward. 

14. Walk through the ward until a patient stops you. 

15. Speak to Benoir. 

16. Give him the pressure gauge, and tell him to use it 
on Eric Sopmash (the right icon). 

17. Enter Marquet's room and talk to him about every¬ 
thing. 

18. After Marquet dies, you will be automatically 
returned to Nico's apartment. 

19. From Nico's, go to the Paris map, and from there to 
the musee. 

20. Talk to Andre Lobineau about the manuscript and 
the Knight until he tells you about Spain. 

21. Tell him where Nico lives. 

22. When the guard isn't looking, open the window. 
When he goes to close it, hide in the standing mummy 
casket. 

23. When the break-in starts, push the totem pole over. 

24. After returning to Nico's and sharing each other's 
information, go back to the musee. 



A As soon as you manage to gain control of the cursor, 
quickly click on the totem pole—George will knock it over, 
thwarting the gangsters. 


A* 
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Act 4: Montfaucon Catacombs 

1. From the Paris map, go to Montfaucon. 

2 . Talk to the juggler and try to juggle. 

3. Talk to the policeman, and show him the red nose. 

4. Talk to the juggler again and try to juggle. 

5. Once the juggler and the policeman leave, use the 
sewer key to lift the manhole cover and descend 
beneath the streets. 



▲ The winch, that you will use to open the secret door in 
the right arch/ is on the boat. Once it's opened, the next 
area will yield a lot of clues. 


6 . Examine the right-most arch. 

7. Use the sewer key on the plaster to make a hole. 

8. Pull the lever George uncovered. 

9. Examine the mechanism. 

10. Board the boat and lower the chain. 

11 . Take the hook on the end of the chain and attach it 
to the cog that was exposed by breaking the plaster. 

12. Board the boat and turn the winch. 

13. Enter the doorway you just opened. 

14. There's a hole in the wall in the top section by the 
entrance of this secret passage. Look through it to see 
the Templar's meeting. 

16. Look through the hole again to see them leave. 

17. Go down the steps. 

18. Place the tripod on the pedestal in the middle of the 
circle. 

19. Place the gem on the tripod. 



A Using the tripod and the gem on the pedestal in the cen¬ 
ter of the circle will, let's just say, will illuminate things. 


Act 5: Spain 

1. Use the pressure gauge on the hose near the win¬ 
dow where it enters the house. 

2. Enter the house. 

3. Go down the passage to the back of the house. 

4. Some dogs will scare George back into the hallway. 

5. Click on the armor to avoid detection. 

6 . Go upstairs. 

7. Talk to the Countess about everything. 

8 . Pick up the Bible on the lectern. 

9. Examine the checkerboard pattern on the lectern. 
Talk to the Countess about it. 
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10. Talk to the Countess some 
more while Lopez fetches the 
pieces. 

The Chess Puzzle 

11. You can only place the white 
pieces on the middle column. 

12 . Place the black king in checkmate. 

The white bishop should be at the top, 
the white knight in the middle, and 
the white king on the square 
below the knight. 

13. When the puzzle is solved, 
you will be automatically taken 
to Nico's apartment. 

Act 6: Syria 

1. Go to Syria from the world map. 

2 . Head up the stairs on the far right side of the area. 

3. Show the matchbook to the carpet seller, 

4. Go up the steps he reveals. 

5. Try to go into the Club Alamut's toilet. 

6 . Read the sign on the door. 

7. Ask Ultar at the bar about the sign. 

8 . Return to the street. 

9 . Examine the kebab seller, Arto. Use the Circle button 
to look around Arto's stall until you find out that he's 
using the brush. 

10 . Talk to Nejo on the left side of the street about Arto. 
Offer Nejo the red ball, and choose ''YES'' when he 
asks if you means= it. He will give you a phrase to say 
to Arto. 


15. Go back to Nejo's stall—Nejo will be playing 
with the ball. 

16. Stroke the cat and quickly ring the desk 
bell on the stall's counter. 

17. Pick up the broken statue from the 
round. 

18. Use the tissue on the statue, 

19. Talk to Duane the tourist and sell him 

the statue for $50. 

20. Go back to the club and 
show Ultar the photograph. 

21. Talk to Ultar until he 
offers to take George to the 
Bull's Head hill. Pay him 
$50 for his services. 

22 . Meet Ultar at the truck and talk to him about it. Then 
give him the roller towel. 

23. Take the stick from the bush and use it with the cut 
towel. 

24. Use the stick/towel on the crack at the cliff's edge 
and climb down. 

25. Search the hole in the rock towards the left of the 
cliff. Find the ring inside and pull it. 



A You will have to back and forth between Nejo and Arto, 
the kabab seller (pictured) to get the bathroom brush. 


11. Use the phrase on Arto. 

12 . Go back and talk to Nejo, get the brush from him. 

13. Go back to the club. Talk to the club manager and 
give the toilet brush to him. 

14. Enter the toilet using the keys. Using the keys once 
more, unlock the roller towel, taking the towel. 


▲ Search the hole to find the switch to open the hidden 
cave door. Inside you will come accross a dead Klausner. 

26. Enter through the door George opens, then search 
Klausner's body. Look at the Baphomet to the right of 
the body, then read the inscription on the left of the 
body. 

27. Kahn will appear and ask George some questions. 
Don't lie to him. 

28. When Kahn says he's going to kill George, tell him 
that George wants to take it like a man. Before he 
shakes George's hand, quickly grab the hand buzzer and 
take it out of George's inventory. 

29. While Kahn is on the ground, jump off the cliff. 



▲ When given the choice before death, choose to take it 
like a man and shake his hand. This way you can be 
sneaky and evade death by using the hand buzzer, but 
you have to be quick. 


Act 7: Montfaucon Church 

1. Enter the church from the stairs to the far right. 

2 . Show the tarnished chalice to the priest, Let him 
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clean it. 

3. Examine the tomb against 
the right rear wall. Use the 
circle button to read the bib¬ 
lical references. 

4. Find the statue to the right 
of the priest and exam¬ 
ine the scroll in its 
hand. 

5, Use the lens 
on the scroll. 


6 . Talk to the priest 


to get the chalice back. 

7. Look again at the right-hand tomb. 


Act 8 The Excavation 
at the Institute Nerval 


1. Go to the museum and talk to Lobineau about 
Baphoment. 

2. Go to the Baphoment Site from the Paris map. 

3. Go down the steps through the gate on the right to a 
dingy lobby. 

4. Try to enter the bathroom through the right-hand 
door. 

5. Ask the guard for the keys (toilet brush icon). 

6 . Use the keys on the bathroom door. 

7. Pick up the soap from the sink. 

8 . Use the keys on the soap to create an impression of 
the excavation key in the soap. 

9. Use the plaster on the soap. 

10. Use the soap on the tap of the sink to get the plas¬ 
ter wet. This will make a copy of the excavation key. 

11. Leave the bathroom and return the guard's keys. 

12. Go outside and use the key on the painter's pot. 

13. Return to the lobby and cal! Nico on the phone. 

14. Back outside, tell the painter about the phone call. 

15. Dip the plaster replica of the key into the paint pot 
to make it look real. 

16. Go back down to the lobby and examine the ther¬ 
mostat on the left wall. 

17. Ask the guard about the thermostat. 

18. Click on the thermostat to turn the room cold. The 
guard will put on his gloves. 

19. Get the keys back from the guard and go into the 
bathroom. 

20. Use the painted key on the real keys to swap them. 

21. Give the keys back to the guard. He won't be able 
to tell that one of them is fake because of his gloves. 

22. Try to use the excavation key on the right door that 
the guard is guarding. 

23. Phone Nico and wait for developments. 

24. Go back to the lobby and use the key on the door to 
enter the excavation room. 

25. Use the polished chalice on the fan-shaped patch on 


the lower floor, to see the anatomorphic projection. 
26. You will be sent back to Nico's apartment. 



▲ By now you should be very familiar with Nico's apart¬ 
ment. Discuss everything you have found with her, then 
head off to Spain. Hey, why can't she get off her butt and 
do some work to solve this mystery herself? 


Act 9: Spain 

1. If you go to the Europe map, you will now have 
access to Spain. 

2. Inside the house, take the mirror that's hanging in the 
utility room. 

3. Talk to the Countess. 

4. Go to the mausoleum and examine the large candle 
hanging in the center of the room from the ceiling. 

5. Use the window hook to close the window. 

6 . Use the tissue on the hook, and ignite it on one of the 
lit candles by the lectern. 

7. Light the hanging candle with the burning tissue to 
get the stone key. 

8. Grab the Bible. 

9. Give the Bible to the countess and get her to look up 
the references. 

10 . Talk to Lopez about the well and how to find it. 

11. Take the hazel twig from the hazel tree by the utili¬ 
ty room window. Show it to Lopez. 



A You will have to be quick to avoid death when you pull 
on the lion's tooth to open the door. This is one of the few 
places that you are in actual danger. 


12. Once you've found the well, examine the lion's 
head inside. 

13. Pull the lion's tooth and immediately move away. 

14. Examine the exposed wall. 

15. Use the mirror on the light coming down the well's 
opening to illuminate the keyhole in the door. 

16. Touch the secret door again to find the key hole, 
then use the stone key on it. 

17. You will eventually end up back at Nico's. 

Act 10: Train 

1. Try to leave the compartment to trigger the conduc¬ 
tor's visit. 

2 . Leave the compartment and take a left down the hall. 

3. After you encounter Guido and react to Eklund, go 
back to the compartment you started in. 

4. Go to the next compartment to the left and talk to 
Geordie, who is sitting on the left. 

5. Open the window and climb out. 

6 . Go right one car length on the roof of the train. 

7. Enter the baggage car. 

8 . After Guido has been thrown from the train, very 
quickly pull the brake cord to the left, 

9. Attempt to leave the carriage, 

10. After talking to Nico, leave the carriage. 



A After Guido has been thrown from the train you will 
have very little time to pull the emergency break cord to 
the your left, next to the doorway. 


Act 11: Scotland 

1. In the church tower, turn the handle on the wheel 
mechanism to break it off. 

2. Take the cog and spindle. 

3. Examine the rubble on your left until you find a sec¬ 
ond cog. 

4. Use both the cogs on the demon statue. 

5. Use the handle on the demon statue's mouth. 

6 . Enter the crypt and walk through to the far exit. 

7. To foil the Grand Master's plans, throw the nearest 
torch onto the gunpowder. 

That's it—y^u finished the game! Congratulations! 
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Steel Reign 



This tank shooter has been out or awhile 
now, but it was overlooked by the media as 
several more splashier titles came out at 
the same time. We really liked Steel Reign, 
though, and it has plenty of secrets to dis¬ 
cover. So we decided to go back and do a 
little strategy on it. 

You may have finished the game 
already, but did you find everything? You 
should go back and use our maps and hints 
to find all the hidden tank power-ups, 
because the variety of vehicles is one of 
the things that makes this title so cool. 


Level 3: 





Hidden Power-Up: Python 


At the far end of the 
airbase, you'll come 
across three small 
piers with several 
boxes near them. 
The box between 
the middle and the 
right pier, by the 
tree, holds the Py¬ 
thon tank power-up. 
Roll over the box to 
pick it up. Don't take 
too long, as a war¬ 
ship off the coast 
will start to bombard 


you with shells. 


Level 4: Canyon Run 




To find the 
power-up in 
tough stage, 
have to 
the entire 
will be in one 
corners of the grassy 
area in the north¬ 
west corner of the 
map, north of the 
final Comm Center. 
Grab the power-up 
before destroying 
the Comm Center, 


Hidden Power-Up: Cobra 


because once it's destroyed the level will end. 



Level 1: Hidden Desert Base 


Hidden Power-Up: Desert King 



The Desert King ; 
power-up is located ; 
to the far east of the j 
militia encampment. 
Look for a house i 
located to the right j 
side of the base of a ; 
hill, and below an j 
electric tower. 



This is the level where you j 
have to shoot the large 
boulders to make them 
roll out of the way. The 
Rattler is well hidden 
behind one of these boul¬ 
ders. Near the middle of 
the level, you will come 
across a laser tower on 
the top of a cliff. To the 
west is a path that leads to a dead end. Shoot the boul¬ 
der at the end to make it roll out of the way, and con¬ 
tinue up the path that it reveals. At the end will be 
another boulder. Carefully shoot it to make it roll out of 
the way, and continue on to find the Rattler power-up. 


Hidden Power-Up: Rattler 


Hidden Power-Up: Viper 
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You must get the 
Viper power-up before 
you finish the level by 
destroying the Sat- 
Up-link. Head 
southwest to a 
depression in the 
landscape that leads 
to a cliff overlooking 
the water. The power- 
up is found at 
edge of the cliff. Go 
slow when you 
approach it to keep 
yourself from going 
over the edge. 



Hidden Power-Up: Death Adder 


Hidden Power-Up: Fang 


Hidden Power-Up: Venom 


The speedy Venom 
tank power-up is 
located in the corner 
of one of the city's 
many rectangular 
parks. Find the third 
building occupied by 
the enemy in the 
east. Directly across 
the street from it is a 
small park, The 
power-up is in the 
southeast corner of 
this park. 


When you get to the 
Missile Installation, go 
west and around the 
ridge to a small valley. 
You will find several 
trucks in the valley. 
Destroy all of therm- 
one will be holding 
the Fang power-up. 


The Death Adder 
power-up is located 
on the top of a moun¬ 
tain to the northeast 
of the eastern oil rig. 
You have to be quick 
when you grab it 
because A-IOs will be 
trying to take you out 
from above. 





































































































a Gold Orb. Drive up to it to enter the bonus level. The 


you will be driving a Formula racing car with jumbo 




the main route cutting through the middle of what 




< You can 
get onto fill 
hillside and 
up to the 
building 
where the 
sand meets 
the road, 
just after 
the third 
wooden 
bridge. 
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o to the left 
side of the 
building and 
around, being 
careful not to 
reenter the 


the other side 
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t track at night. The 
y handles O.K. and 


The bonus level takes you to an Egyi 
jumbo-wheel Formula racing car actua 
is pretty fun to drive. 
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his racer has been out a few months, so you should have been able to beat all the 
tracks by now. If not, check this months Code Junkies, because we give you the 
codes to unlock all of them. However, once all the tracks are open, you still have more to 
find—each location has a secret extra level! The secret levels are pretty well hidden, so 


we thought we would give you a little help in finding them. The entrances to the bonus 


port you to the extra levels. 


After starting the race, you will eventually cross over 
three wooden bridges. After the third one, slow down 
and look for the building on your right. Find where the 
sand meets the track, then make your way up to the 
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Moscow Extra Level 

Moscow 2 

After starting the race, look for the wooden jump on the 
right side of the road near the end of the course. Go off 
the jump to the right, jumping the right railing. Go to the 


Gold Orb. The extra level will have you racing in a sports 
car on a snowy day. This track has several sharp turns 
that you will need to slow down for, so be prepared. 


4 Get up 
some speed 
and take 
this jump 
going 

towards the 
right; this 
way you 
can jump the 
right railing. 


A Once on the other side of the ratling, head to the left of 
this building and drive into the Gold Orb. 
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A The Gold Orb takes you to a tricky, snow-covered 
course. Watch those turnsl 









































































































































































































































































































































































































Scotland Extra Level 

Scotland 3 

The Gold Orb on this level is almost two-thirds of the 
way into the track. From the start of the race, you will 
cross over two small bridges. Eventually, you'll reach a 
downhill forest section with trees towering over the 
roadway. Halfway through this section is a left turn; you'll 
notice a barrier on the right side of the road with black 
and white arrows. The Gold Orb is behind the barrier, in 
the extra level, it will be a sunny day and you will be dri¬ 
ving the buggy. The layout of the course is basically the 
same as the normal third Scotland track. 




Easter Island 2 


race, go through the volcano area 


look for a dirt road. Beyond it will be a bridge. Slowly 
drive across the bridge, then drive off it to the right. 


the following tight turns. Just after you come out of the 


port you to the extra level. The extra track will be 


be a large rock and a red barrier. The Gold Orb will be sit¬ 
ting on the sand on the other side of the barrier. The 
extra level will be basically the same track as the second 


vehicle that can get pretty squirreiy in the rain. Look out 
for a big jump near the start of the race—most of the 
other cars will avoid it by going around it. 


driving the sports car. 




WM 




A Just after the curvy part of the course, look for the large 
rock and the red barrier on the right. Get up enough speed 
to make it onto the embankment before the barrier so you 
can drive behind it. 


way through the track, you will be led to this dirt 
The bridge will be coming up in just a second. 


A Look for this downhil forest section after you cross the 
small bridges, in the later portion of the course. 




r you cross the bridge, turn around to the right and 
make your way under it. Be sure to come at the orb 
lis side, or your car will sink into the water. 


A Just drive along the sand to find 
take you to the extra level. 


A To get behind the barrier, drive onto the side of the road 
at either the beginning or the end of the forested section. 
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a The Rally car is pretty tricky to handle, especially when 
you're tooling around in the rain. 


a The layout of the extra course is really similar to the nor 
mal Scotland number 3 track. 


You'll be taking the sports car out for a drive in the sun 
on Easter Island's extra level. 
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a ton of cheats. We'!! be sure to 


in the future 
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To access the Easter Egg screen, 
highlight the Easter Egg option on 

_ - '. 4 I i 


A The Easter Eggs you enter will 
listed on the screen. You can add 
more codes, or delete any of the 
entries, for some c 


sitive, so enter them exactly as we 
have written them here. Mind those 
capital letters, now! 
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Miami 89 
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in Simulator 
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Make Season Team (or Home Team 
99s in Game: BEAT DOWN 


stats): JUMP 

Activate A!! A(i-Time Teams: GIMME 
Create a Player with High Attributes: BUILDER 
Show Credits: credits 
Alabama '98 Ail-Time Team: Ala 89 
Alabama '92 All-Time Team: Ala 92 
Arizona State '96 All-Time Team: ASU 96 

Colorado '89 Alt-Time Team: Col 89 

... . ■ 

Florida '95 All-Time Team: Fla 95 
Florida '96 All-Time Team: Fla 96 

'92 All-Time Team: FSU 92 V 
• '98 All-Star Team: GB98 All-stars 
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person view, 
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85 All-Time Team: Miami 85 

86 All-Time Team: Miami 86 








Invincibility and Level Select 

This game's kind of easy, so 
invincibility and a level select 
aren't exactly lifesavers. They 

useful, 




are still relatively 
though. When you're on the 
main menu (with one 


or two 

player mode and options) 


•ister e 


All right, this game sucks pretty bad, but the retro lev¬ 
els are fairly entertaining for nostalgic reasons, With the 
following level select code, you can check out the rest 
of the levels, To keep yourself from getting too frustrat¬ 
ed, use the infinite lives code to play a given level as 


before entering the codes. 


After pausing the game, press □, , , R1 f LI, 

R1, LI, O. A message will appear if you enter every- 


Infinite Lives 

After pausing the game, press +, □, , n, , X. Once 
again, a message will appear at the bottom of the 
screen if you enter the code correctly. 


INFINITE LIVES «N 


A You'll know the code is working when you 
see the message at the bottom of the screen. 


First-Person View 

To play the game from a first-person view, press A + □ 




A The first-person view is actually very effective for certain 
situations, like when you need to keep an enemy in your 
target window. 


press and hold t + □ + LI + 
R2 until the message "Cheat 
Mode" appears. Then select 
options. You will be able to 
start from any ieve! and turn 
invincibility on and off. 


A You need to hold the proper button 
combination until the message "Cheats 
Enabled" appears. It may take a few sec 
onds to register. 


* 
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Just cycle through the different levels 
by highlighting the level select option, 
and become invincible by using the 
option below it. 
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G Police 

All Weapons and Infinite Ammo Code 

To play any mission with all the weapons and infinite 
ammo, enter the following on the weapons screen that 
appears before the start of a mission: Press and hold 
LI +L2+R1+R2+0+A+D, then press *. You will hear a 
''clank” noise. When you finish the mission, you will 
get a "Mission Cheated” message at the bottom. 
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A Before any level, enter the weapon cheat on this screen 
to check out all the weapons in the game. 



Secret Missions 

This is what cheaters live for-—a secret mission hidden 
in an extremely cool game. This is the mother lode! 
This cheat opens up six secret missions! You're 
allowed to drive a car, pilot a droid, and even blow up ail 
the traffic in a dome with your Havoc. Awesome! At the 
password screen, enter the word ” PANTALON," then 
exit and enter the Training mission menu. The six secret 

missions will be at the 
bottom of the list. 


A Once entered, the 
secret levels password 
wilt open up these 
secret missions. For a 
new experience, high¬ 
light one of the missions 
and press X. 


Mystery Code 

We aren't really sure what this code does, but it will 
give you that cheat message at the bottom of the pass¬ 
word screen when you enter it. Enter the password 
"WOOWOO" and start a game. The game simply plays 
normal to us but if you can figure out what this cheat 
activates let us know. 


Crazy Cars 

This will make all the air and road traffic fly by at blind¬ 
ing speeds. It kind of looks like those films where they 
used time lapse photography on some busy intersec¬ 
tion. It's pretty trippy. At the password screen enter 
"BENIHILL.” That's right, the code's named after the 
legendary British comedian. 

Enemy Fall Cam 

Enter the password "SUPACAM," and whenever you 
knock a bad guy out of the sky, the camera will switch 


to show the enemy as it falls to the ground and 
explodes. The camera will then switch back to a first 
person view. 



& The Fall Cam lets you enjoy the results of your exploits 
in all their glory. Try taking out enemies near the roof for 
the best effect. Remember, you're still in control of your 
Havoc—don't crash into anything while you can't see! 


Level Passwords 

Now you can skip ahead to see what you have to face 
in the later levels of the game. Enter the following pass¬ 
words on the password screen. 



A Using the passwords to see later levels is useful. On the 
down side, you won't be able to save at the completion of 
the level, and you can't move on to the next level. 


Level 1: MADGAV 
Level 2: DOLMAN 
Level 3: SONAGAV 
Level 4: ACEDUF 
Level 5: JOJOGUN 
Level 6: WFNSKI 
Level 7: SAEGGY 
Level 8: MAZMAN 
Level 9: DAZMAN 
Level 10: DELUCS 
Level 11: ANDOOOO 
Level 12: KIMBCHS 
Level 13: ANDYMAC 
Level 14: YERMAN 
Level 15: OLLIEB 
Level 16: THEYOLK 
Level 17: TONYMASH 
Level 18: ANDYCROW 


Level 19: BIONIC 
Level 20: TSLATER 
Level 21: IAINTHOD 
Level 22: JONRITZ 
Level 23: CLAIREC 
Level 24: STEVE BOT 
Level 25: ANGUSF 
Level 26: EUANLEC 
Level 27: EDFIRE 
Level 28: STUBOMB 
Level 29: THONBOY 
Level 30: JIMMAC 
Level 31: PUGGER 
Level 32: ROSSCO 
Level 33: CAKEBOY 
Level 34: NIKNAK 
Level 35: SAGLORD 
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eed a littie extra help on a game? Then call the 
people who made it. For your convenience, 
we've gathered the following list of tip lines for 
PlayStation game publishers. Most of the numbers are 
900 toll calls, so be warned—they will cost you. If you 
are under 18, you should get permission from whoever 
pays the phone bill before calling. Also, we don't main¬ 
tain these lines, so we aren't responsible for the infor¬ 
mation available on them. 


Acclaim 
Accolade 
Activision 
American Technos 
ASC Games 






(516) 

(900) 

(900) 

(408) 

(203) 



Atlus Software 

Bandai 

BMG 
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ICS 


Data East 
Eidos 

Electronic Arts 
Fox Interactive 







. .... 


Hot-B 
interplay 
Jaleco 
KOEI 
Kokopeli 
Konami 
Lucas Arts 

Maxis 

• • 


■ 


" . 

. 


(714) 

(310) 

(415) 

(900) 

(900) 

(900) 

(900) 

(900) 

(900) 

(970) 




(714) 

(847) 

(415) 

(900) 

(900) 

(415) 


’ 



(410) 




Mindscape 

Namco 

Ocean 

Playmates 

Psygnosis 

Ready Soft 

SCEA 
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(903) 

(900) 

(900) 

(408) 

(714) 

(900) 

(905) 

(900) 



Spectrum Holobyte 

Strategic Simulations 

Technos 

Tecmo 

THQ 

Time Warner 
Trimark 
• i Soft 






(408) 

(408) 

(310) 

(900) 
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US Gold 
Viacom 
Virgin 
VR Sports 


WSm 





(900) 


(303) 

(900) 

(714) 


759-7800 

454-HiNT 

680-HINT 

453- 9828 
655-0032 

288- 2724 
852-2351 
926-0947 
330-0600 
680-2583 
7374767 

454- 5435 
773-4367 
2884468 
225-5436 
522-1797 
568-9501 
553-6655 
215-1811 
348-0500 
370-HINT 
8964468 
5074545 
933-5630 
771-1151 
874-5092 
7374468 
737-2262 

289- 1200 
428-2112 
9764468 
475-4801 
933-7669 
370-5583 
695-GAME 
737-6800 
453-9828 
787-2900 
370-HINT 
473-9495 
392-3243 
UBI-SOFT 
288-GAME 
7394019 
2884744 
955-9592 
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Various Codes 

Enter all the passwords at the password screen for 
some useful and wacky effects. 


Infinite Lives 


NHL Easter Eggs 

EA's NHL '98 has several very useful and entertaining 
codes. One of our favorites is the big-head code—it's 


in the Options Menu and enter the password 
"GTTBHR." During gameplay, the lives in the upper-left 
corner will say nine, but they will never deplete. 


31 Lives; IMMORTAL 


menu from the Main Menu and select Password. Then 
simply enter one or more of the codes. §§§ j§f§| ITT 
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A. This game can be quite frustrating, but it always helps 


Once IMMORTAL is entered, you will get a message that 

vL : v. : > 5 fj 5 :! /i| t# / . | m r 


ays "life of the party, 
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A Enter the Easter Eggs on this screen, accessc 
ing the Password option in the Options menu 


Final Level Password 




all the power-ups and moves you'll need to win. Enter 
the password "ZCHRRY" at the password screen. 


Penalize Opponents When They Score: GIPTEA 
Huge Team: BIG BIG 
Small Team: NHLKIDS 


-" 111 . I 


A Since you / re invincible, there's no reason for lives or 
health bars to be on the screen. Things are much easier 


A Jump to the last level and whup some butt! It may not 
be as difficult as you think, since you will be all powered 
up. But then again... 


when the annoying baddies can't hurt you! 
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The referee dwarfs the pia 
team-code. Try getting a puc 


en you enter the small 




View the Credits 


wm 


CRVTS" at the password screen 


and exit. You will then see the credits 


Small Players, Huge, Big-Head Goalies: PLAYTIME 

, 


Big-Head Mode: BRAINY 


Level One Fatality 

When you beat the level-one boss, Scorpion, the 
screen will say "Finish Him!" Have Sub-Zero stand one 
step away from Scorpion, then press +, +, *, HIGH 
PUNCH (when you are facing right). 


- Vi; 
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Psychedelic Textures: "ACIDDUDE 


* - % 


a From the last level, you can run left to reach and play 
any of the previous levels of the game. Think of it as an 
all-access pass to the Pandemonium 2 world. 
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Maximum Health; HORMONES 
Permanent Weapon: MAKMYDAY 
Mutant Mode: GENETICS 
Camera Roll: GONAHURL 
Reqeneratinq Monsters: JUSTKIDN 


Free Agents in the Game 

w ■ . v v- ; • - -A'.’ Y 

Be the EA Blades: EAEAI 
Wear the Team's Third-Cc 






already tnppy~ioolcioci/ < you 
j yet. Enter the "ACIDDUDE pass 
ly psychedelic. 
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on the main menu 
word turns green. 


■'Wi 




When the Advanced option turns green, you will know 
the code worked. Now get in there and kick some zombie 
butt! You don't have any excuses with that extra ammo. 


easier to kill 


when you use the rookie mode 


Bonus Weapon 

If you finish the game in the Advanced mode, you will 




/• >v 
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Level Skip 

Any real gamer would be disgusted by the thought of 
using codes to finish this beautiful game—especially a 
level skip. If you use it, you'll miss the challenge and 
awe of each level, But hey, it's your game, and it's pret¬ 
ty helpful if you lose your saves. 


character movements: 

1. Step left. 

2. Step right. 

3. Step left, 

4. Step back. 

5. Step forward. 


Hidden Characters 

To break the tedium of the repetitive levels, use one of 
the following codes to play as a hidden character. 

Play as an Alien 

Enter "XFiFTYONEX" at the password screen. When 
you start the level, you will be playing as a bike-riding 
messenger alien. 


Double Ammo in Advanced Mode 

Any true RE fan will want to play the new advanced 








While executing the forward twist jump, Lara will freeze 
in mid-air, and you will be transported to the next level. 


All Weapons and Ammo 

Now this code is a bit more practical. This will give you 
all the weapons in the game, plenty of ammo, and a ton 
of health packs. You can re-enter the weapons and 
ammo code anytime you need more ammo or health. 
During gameplay (do not pause), enter the following 
character movements: 

1. Step left. 

2. Step right. 

3. Step left. 

4. Step back. 

5. Step forward, 

6 . Turn 360 degrees three times. 

7. Backward twist jump. 


The weapons and ammo code definitely mokes Tomb 
Raider 2 easier. However, the challenge of the puzzles are 
unaffected, so it doesn't really ruin the game. 


He's green and he has tentacles, but can he deliver? 


Play as an Ape 

Enter "SAVAGEAPES” at the password screen. You will 
enter the game as a bike-riding Ape. 


a The ape is wearing a little yellow hard hat and drags his 
knuckles for sharp turns. 
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Final Level Password 

As promised, we've got the password to the secret 
island. It takes you to the last level of the final secret 
island. From there, you can finish the game or go back 


select. On the password screen, press +, «\ «\ % +, 
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A To get the secret ending, finish this final level or go back 
and challenge a level from earlier in the game. 


To play an easier version of the RE2 Preview, highlight 
Start and hold + until the words Normal and Rookie 


from a distance. 


uaaworldt Abe s OuQvsee 


Fart Green Gas 

This is more fun than useful. Make green gas come out 
of Abe's butt by entering the following button combi¬ 
nation at any time during gameplay: press and hold R1, 
then tap ♦, «\ *, □, O, X. 


A Amaze your friends with the green gas cloud code! 
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Bonus Players 

You can create players with maxed-out stats with the 
fotiowingi trick. Choose the Create Player mode and 
enter any of the names from the Killer Game Credits list 
in the back of the instruction manual. After you enter 
the first and last name, press LI or R1 to go to the next 
player, then back to the player you just created. Their 
stats will all be set at 99. 
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' Mating: 99 
J Speed; 99 

Shot Power. 99 
Shooting Accuracy: 99 
Passing Ability: 99 
Puck Handling: 99 .... 

Balmmi:99 
Aggression: 99 

Checking: 99 
Qttmive Awareness: 99 . 
0»fo»ivff Awarm as: ,99 
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A With a team like this, you should be unstoppable. 


Atomic Codes 

We’ve got a new batch of Nuclear Strike level pass¬ 
words to give you an edge to your battles. More pass¬ 
words are out there, so check back next month. 

Five Extra Continues; WARRIOR 
Four Extra Continues: PHOENIX 
Reduced Fuel Consumption: MPG 
Infinite Lives: LAZARUS 



A Enter the passwords on this screen, then start a game to 
see the codes in action. 
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Cheat Menu 

So, for some reason, you went and picked up this lousy 
game. Well, we’ve found some codes for you. They 
don’t make the game fun or better, but they will add a 
little variety to the experience. 

At the Main Menu, choose Options, then scroll 
down and highlight Training. Now simply press LI + L2 
+ R1 + R2. Four more options will appear underneath 
the Training option, 



•4 The options allow 
you to become invin¬ 
cible, skip levels, 
and turn free play 
on and off. Also, a 
slide bar lets you 
adjust the size of 
your character. 



banner on the Scotland track. Keep driving back and 
forth under the banner to get it to repeat. It's incredibly 
difficult to do, and much more of a pain than actually 
opening the tracks legitimately. 


the sake of convenience, we thought we would run last 
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Enter each 




the rhythm of the pipe flute music played when you 
drive in front of the Shaolin Monastery. Use the R1 but¬ 
ton on the main menu with "Course" highlighted. It is 
very difficult to hear the music, so you will have to crank 
your TV. Good luck! 


codes with the proper course 


COUR 
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MODS 


iTRANS 


|§j, 


|;X,J;:-:- 


■ 

-■ 


A There isn't much to them, but at least they're extra 
tracks. Let's just say that you shouldn't expect to see much 
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scenery; the track walls are very tall. 


tap out the rhythm to "Scotland the Brave." If you don't 
know the song you can listen to it by driving under the 

: . . : ' ■ . .. . . : 




Open Up All The Tracks 

Last month, we ran the extremely difficult codes to 
open up all the versions of three of Grand Tour Racing's 
tracks. We've got the rest of codes for you, and just for 


highlighted on the Main Menu. Use the R1 button to 

■ 

tap out the rhythm of a song to open up the tracks. You 
must highlight the course you're trying to open for the 
code to work, 


< Be sure the 
course you're 
trying to open is 
highlighted on 
the Main Menu. 


Moscow 

This one is a bit easier, but it's still tough. You have to 
tap out the rhythm to "Jingle bells, jingle bells, jingle all 
the way!" with the R1 button—again, on the main 
menu with "Course" highlighted. We suggest you try 
this one first before attempting the others. 


Highlight the Switzerland course on the Main Menu, 
and use R1 to tap out the rhythm to the famous song 
from "The Sound Of Music.” You know the one: "Doe, 
a deer, a female dee® 


Three extra tracks are only accessible by linking GTR 
and playing a three- to four-player game, that is until 
now. On the Main Menu, tap out the rhythm to 
"zippedee doo dah, zippedee ay". Now you can race on 
the Japan, U.S., and Sweden courses in one-player 
mode, which were previously link-only. 


Easter island 

Highlight the Easter island course on the 
Main Menu and use R1 to tap out the rhythm 
to the song "Happy Birthday.” You really just 
need to tap the part that goes "Happy birth¬ 
day to you, happy birthday to you..." 


■ MBMll . 

Highlight the Egypt course on the Main Menu 
and use Rt to tap out the rhythm to the 
British chart-topping song "Always Look on 
the Bright Side of Life." If you don't know the 
song, you'll have to go out and rent Monty 
Python's The Life of Brian. 


Scotland 

To open up the Scotland tracks you have to 


U M >J U i <1 |V 


Level Select 

We've been sitting on this code for awhile now. We haven’t 
released it because it basically ruins the whole point of the 
game. But now that it's starting to get out there, we thought 
it would be best if you heard about it from us. Enter 
" Commander*Jeffer" (case-sensitive) at the password 
screen to play any level and see any cinema, including the 
secret ending. 


► With the whole 
mission tree open 
you can literally 
see the depth of 
this game. 


Unlimited Primary Weapon 

Enter "Tranquillex" (case-sensitive) at the password screen, 
and your primary weapon will never be exhausted. 


Unlimited Second Weapon 

Enter "Memo*x33RTY" (case-sensitive) at the password 
screen, and never run out of missiles, 


Infinite Energy 

When you use this code, your guns will never overheat At 
the password screen, enter "Hestas*Retort" (case-sensi¬ 
tive). 


^ Infinite energy 
essentially allows 
you to live forever, 
although you can 
still fail a mission if 
you don't accom¬ 
plish its objectives. 


JJt 


1 ■> - 


◄ The codes are 
case-sensitive, 
and don't forget 
the occasional 
asterisk 
between the 
two words. 
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Pocket Bikes 

To use the mini 
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in your next race 
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a new option at 
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pretty well. It's 
least good for < 
laugh or two. 


EA Sports Car 




, 




but we think it 




You can play as the character with the gun in versus 
mode. To select him, you must first beat the Slash 
Mode without dying or continuing. Next, start a two- 
player Vs. game. Move off the screen to the left or right 
to select the gun-carrying character. You will not see him 
on the character select screen. 


Pinnacle Car 


Wm. 
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The fictional 
Pinnacle car is 
based on the 
Pinnacle trad¬ 
ing cards. 
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title screen 


You can 


Bobby Labonte car. 
This fictional car is 
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Two Hidden Airplanes 

To get the FI 6 and the Stealth jet, follow these simple 
steps. At tne title screen press and hold R1 and L2 on 
controller two, then tap the SELECT button 20 times. 
You have to be quick, or else the rankings will start. An 
electronic noise will sound when you're successful. 
You can find the new planes on the plane select screen. 


A The F16 has a ludicrous amount of acceleration, making 
it a little hard to handle. 


Change the GeeBee's stats 

To change the GeeBee's stats, press the X button 
quickly and repeatedly while you're on the loading 
screen with the little airplanes flying across. If you hit 
the button fast enough, the little airplanes will fly 

faster and higher. 
When they get near 
the top, the screen will 
flash ''good.'' The 
GeeBee's stats will 
now be changed. 
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4 When you get this 
message, you can stop 
pressing X. 
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Weird Music Track 

If you place the game disk in a CD player, you will hear 
Alucard say "As you can see, this is a PlayStation black 
disk. Cut one contains computer data, so please don't 
play it. But you probably won't listen to me anyway, will 
you?" It will then play some game-type music. 


A Start up your PlayStation without a disk in it, and go to 
the CD player screen. Now put in Castlevania X to listen to 
its music tracks. 
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A This racer is 
already a good 
game—a few 
extra cars only 
make it better! 


You can only use this code in the Exhibition Mode, Go 
to the Race Setup/Car Select screen and highlight the 
Kenny Wallace car. Press and hold X, then press ♦, ♦. 
You will lose the car if you exit the exhibition mode. 




ou have to get through the entire Slash 


a That's it 

Mode without dying to get the secret character. Tough, huh? 
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Turbo Mode 

Enter the following code on the Main Menu/Game 
Options screen. Press and hold O, then press ♦, «■, *, 
♦ . A new option will appear at the bottom of the 
screen, allowing you to turn the Turbo Mode on and off. 
This option will increase the game's speed up to 30 
fps—super fast! 


Killer Codes 

This game is already extremely good, but with a few 
quality codes it becomes a masterpiece. Enter ail the 




At the title screen, 
quickly press *, ♦, 

4 4 * * L2 

lilt I t 

, X. Some of the 
coolest tracks in the 
game are hidden. 

We like the Red City 
track with its Golden 
Gate Bridge replica. 




Turbo Boost 


R2 ♦ t 
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press 


Night Mode 

At the title screen, 
enter CD, LI, 

L2 o R1 

r f - r t * 1 1 i 

X. Now you'll be 
racing at night! 


Victory Movie 

If you really suck 
and you've never 
seen the ending 
cinema, don't 

worry. At the title 

screen, just enter 

O : V O d) 

LI, ♦, R2, X. 
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Dress Home Team in a Halloween Costume: Scary 
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Adds Pin The 
Bear To The 
Halloween 
Costume List: 

Pin rocks 




Pin the Bear 


is just too 


ou have 
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Those Crazy Easter Eggs 

We gave you a few Easter Eggs for this game on one 
of the tip sleeves last month. We though: we would fol¬ 
low up with a few more for you, as well as print those 
we ran last issue. Enjoy! 

To use the Easter Eggs, you must first go to the 
screen where you move the controller to the team you 
are playing as. The space where the controller once 
was will now say Player 1. Press + to bring up a new 
heading called "start new," then press X. Now type in 
Secrets (case-sensitive) to bring up a secrets option. 
You access the option by hitting G. Now simply enter 
the codes (again, they're case sensitive). Press START 
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Six Secret Characters and a Level Four Goku 

To access six secret characters, enter the following 
code on the title screen with the copyright and sound 
menu information. Press +, ♦ , ♦, +, ♦, t. A 

"klink" sound will confirm correct entry. Now quickly 
press A five times, then □ nine times. The new char¬ 
acters will appear on the player select screen. 


A Just for fun, you should try one of the wacky costumes 

on your favorite team. 

_ 
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At this screen, enter the word Secrets to bring up the 
secrets menu. You hit to access the screen. 


Create Player with an Eyepatch: Eyepatch 
Create Player with a Monocle: Monocle 
Dress Away Team in a Halloween Costume: Freaky 
Home Team Is Invisible: Cloak home 
Away Team is Invisible: Cloak away 
Create Player with an EA Sports Hat: Toque 
Some Kind Of EA Inside Joke (we have no idea what 
this does, but we think it has something to do with not 
being able to switch players when your on D): 
Prisoners 
Home Team is 
Camouflaged: 

Liizard 

Away Team Is 
_ Camouflaged; 


Enter the secret characters code on this screen. 
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A Go to the player select screen in a versus computer or 
versus human game to find the hidden characters. 


Enter any and ail of the secrets on this screen. Come 
back to it when you want to turn them on and off. You 
can save them all to a memory card. 


Underwater Court: Seaweed 


Training mode—just use the code! To enter it, first highlight Practice on the Mode Select screen. Next, press 
SELECT, t, *♦ 4 f SELECT. If you enter the code correctly, you will get the message "Here comes a new chal¬ 
lenger" at the bottom of the screen. 
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For c submerged game of hoops, enter Seaweed into 
the secrets screen. You might need some dramamine to get 
through an entire game. 


A Enter the code on this screen to play as all the hidden 
characters in the game. 


A Notice how all the characters are now available. 
Cheating ain't so bad ail the time. 
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►-You must have a Game Shark to use these codes. 

Infinite Crystsls.. 

.800749640064 


800a802c0001 

" . L •" :■' 7 ;CTTHiH 


Infinite Lives.. 

......80074fdc0003 

Infinite Flame Thrower. 

.800a8030270f 

ARMORED CORE 


Jiqssw Pieces........ 

.80074e6c0008 


800a8032270f 

Infinite Armor... 

....801 a28188000 

Silver Key.... 

.8Q074ac40001 

infinite Guided Missiles..... 

.800a8036270f 

infinite Energy. 

...80040fbe6t:60 




800a80380001 

Infinite Money. 

...80039ca600ff 

DRAGON BALL GT 




Left Shoulder Weapon Ammo.. 

...800412c60028 

Infinite Health PI.. 

.800728400188 

NCAA FOOTBALL '98 


Right Arm Weapon Ammo.... 

...8004128a01f4 

Infinite Power PI. 

.8007284200C4 

Home Team Plays as Tiburon. 

.8009bf 20098 

Right Shoulder Weapon Ammo. 

...800413020028 



Home Team Piays as 




FIGHTING FORCE 


'88 West Virginia. 

.8009bf120097 

BUSHIDO BLADE 


Infinite Credits. 

.80093d500009 

Home Team Plays as 


Automatic Win.. 

...8013d6360001 



'91 Washington. 

.8009bf120096 


8013d5240005 

G POLICE 


Home Team Plays as 79 USC.. 

.8009bf120095 

Enable All Endings. 

....800a10d4ffff 

Infinite Cluster Bombs.. 

.800f5cbc0063 

Home Team Piays as '68 USC. 

.8009bf120094 


800a 10d8ffff 

Infinite Firestreak Missiles. 

.800f5cb00063 

Home Team Piays as '65 UCLA.... 

.8009bf120093 

Enable Katze VS. Mode. 

,...800a10040001 

infinite Hyper Missiles. 

.800f5cac0063 





Infinite Rockets. 

.800f5cb80063 

NIGHTMARE CREATURES 


C&C RED ALERT 


Infinite Starburst Missiles.. 

.800f5cb40063 

Berzerker. 

.800cc06a0009 

Infinite Funds... 

...801046d00000 



Chaos. 

.800cc0700009 


801046d20000 

GAMEDAY '98 


Dynamite. 

.800cc0620009 

COLONY WARS 


Away Team Scores 0. 

.800f47c80000 

Fire Bombs. 

.800cc0660009 

Infinite Shields. 

,...800463b400c8 

Home Team Scores 0.. 

.800f47c40000 

Flash. 

.800cc0640009 

Energy Weapon Never Overheat. 

...80119c4c0000 



Freeze.. 

.800cc0600009 


80119c800000 

MADDEN NFL '98 


Healing.... 

.800cc06e0009 


80119cb40000 

Home Team Plays as AFC. 

.8007dd560073 

infinite Credits. 

.800cc0060009 


80119ce80000 

Home Team Plays as NFC. 

.8007dd560074 

Multi-Gun. 

.800cc0680009 


801 9d1c0000 

Home Team Plays as All 60s. 

.8007dd560075 

Pistol. 

.800cc0720009 

Infinite Missiles First Position. 

....80119cc00001 

Home Team Plays as Ail 70s. 

.8007dd56G076 

Proximity Mines. 

.800cc05c0009 

Infinite Missiles Second Position.... 

,...80119cf40001 

Home Team Plays as Ail 80s.. 

.8007dd560077 

Repulsive Smoke. 

.800cc05e0009 

Infinite Missiles Third Position. 

...80119d280001 

Home Team Plays as Maciden '97., 

.8007dd560078 

Super Healing. 

.800cc06c0009 

Infinite Missiles Fourth Position. 

....80119d5c0001 

Home Team Plays as 
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AI! Time Madden.. 

.8007dd560079 

PGA TOUR 98 


CRASH BANDICOOT 2 


Home Team Plays as 


Only One Shot Recorded.... 

.800906c80001 

100 Lives.. 

,...8006cbd06400 

All Time Stat Leaders... 

.8007dd56007a 


800907ae0001 

All Crystals. 

,...8006cda4ffff 

Home Team Plays as EA Sports. 

.8007dd56007b 


800bae380100 


8006c da6ffff 

Home Team Plays as Tiburon. 

.8007dd56007c 




8006cda8ffff 



RAMPAGE WORLD TOUR 


Ai! Gems. 

. ...8006cc28ffff 

MASS DESTRUCTION 


Infinite Health George. 

.800d67860063 


8006cc2affff 

Infinite Hi-Explosive Shells. 

.800a8018270f 

Infinite Health ! izzy. 

.800d69520063 


8006cc2cffff 


800a801a0001 

Infinite Health Ralph. 

.800d6b1e0063 


8006cc2effff 

infinite Mines. 

.800a8024270f 






800a80260001 

SHIPWRECKERS! 


CROC 


Infinite Mortar Shells. 

.800a801e270f 

Infinite Ammo. 

.800b862c0000 

fjj Pp^/Q+Ol |C 
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... .80074ac8001f 


800a80200001 
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6 Gobbos Saved. 

.,..8007496c0006 

Infinite Torus Bombs. 

.800a802a270f 
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Evil Sakura 

< Highlight Sakura on 
the character select 
screen and press START 
five times. 


Secret Characters 


<4 Highlight Ryu ort the player 
select screen and press START 
twice. Now get evil! 
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Championship 

Characters 


Super Akuma 

► Highlight AKUMA on 
the player select screen 
and press START five 
times. Easy, huh? 


> Press START once 
while highlighting any 
of the following char¬ 
acters: Ryu, Ken, Chun 
Li, Dhalsim, Sagat, M. 
Bison, and Zangief. 
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See Anything New? 



Yep, that's right—we 
found a new guy to 
work for us! Blake Fis¬ 
cher joined the team 
near the end of this 
issue, so you'll be 
properly introduced 
next month. Notice 
that he's the only one 
that's really smiling... 
Well, like we said, he 
came on at the end of 
the issue, so we were 
a little beat. But we 
sure are glad to have 
him! Let's give Blake a 
big PSM Welcome! 


these games is not based on knowing 
how to do a complicated button configu¬ 
ration to throw a fireball. 

! know all of these references come from 
Joystick Nation, which was introduced as 
an "excellent book." If your publication 
did not endorse these stereotypes, you 
would have found another source. I do 
not consider myself sneaky or overly 
emotional. I'm proud to say that my 
house is in a various state of mess and I 
can be highly threatening when I have a 
reason. I, nor anyone of the "girls" I 
know, come home and play Barbie Fash¬ 
ion Designer in the evenings and keep 
completely clean houses. 




Female Feedback 

I have picked up your magazine since 
issue one. And, up to the last issue, I 
thought that PSM would be a fairly 
decent magazine to subscribe to. How¬ 
ever, the article "Girls and Games" 
exceedingly insulting, poorly written, 
highly ambiguous. 


First off, I thought that this might hav 
been a fairly neutral look at women and 
videogames. The history of coin-op 
games and videogames in general is fair¬ 
ly accurate. Congratulations. But, when 
you cited Joystick Nation you lost my 
subscription dollar and my appreciation of 
your zine. 


The article is insulting because it catego¬ 
rizes "girls" as sneaky, emotional, non- How could you assign the Barbie game 

threatening, and relegates them to clean- as a game for women? For girls, yes. But 

ing up "messes." For the record, ! hate you use the terms girls and women inter- 

Frogger. Pac-Man and Tetris engage the changeably throughout the entire article, 

players on an equal playing field. Winning Does this mean I shouldn't play any 


games unless they have the Mattel 
name in them? Of course not! But that's 
what you said. Look at page 70, under 
the subtitle "The Tide is Turning." 
"...focused exclusively on designing and 
producing videogames for women." Bar¬ 
bie is definitely a woman's game. Thanks 
a lot. I'm not commenting on the other 
games you mentioned because I am not 
familiar with them. The titles are exceed¬ 
ingly encouraging: Let's Talk About Me! 
and Bocett's New School are games I 
definitely can't live without. If these 
games are "women" games akin to the 
Barbie game, you should be sued for sex¬ 
ual discrimination. 

Just as a side note, I liked FFVII. How¬ 
ever, any blind person who knows any¬ 
thing about Freud can see that Cloud's 
sword represents his masculinity. One of 
the best teams is Ufa and Aeris. What 
does this say, psychologically, about the 
creators of this game? This gives new 
meaning to Cloud's last sword, the Ulti¬ 
mate Weapon. It's funny that there hasn't 
been a FF female character who carries a 
sword. Think about it. I'm sure you'll 
catch on. 

It's obvious that characters such as Lara 
Croft, Chun Li, and Sarah Bryant are eye 
candy for the male videogame players. 
How can they be anything else? These 
characters are sex symbols. How would 
these characters sell if they didn't wear 
skin-tight outfits or flash a bare leg? 
These female characters appeal to the 
men who buy these games. The women 
population of the real world have very lit¬ 
tle influence on videogames. This trend is 
mirrored by comic books. I have yet to 
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see a female character in X-Men, or any 
other comic, who is not a painted play¬ 
mate. If you care to go even younger, I 
don't think there is a Disney heroine who 
wouldn't make the cover of Playboy. 

If you ever attempt to touch on this issue 
again, I suggest you do some serious 
research and not limit yourself to the 
biased Joystick Nation. I also think you 
should enlist a writer who is truly inter¬ 
ested in this subject, plan the article 
more carefully, and let at least five 
women read the article before you pub¬ 
lish it. I am sure you did not intend to 
insult half of the world's population. 

If you will excuse me, I am going to read 
my comics, play my "guy games," and 
organize my Magic: The Gathering cards. 
And there is nothing you can do about it. 

Tina 

sadora@hsonline.net 
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their intended context 
these terms make a clearly unaccept¬ 
able description of just about anyone. 
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pies that female gamers may prefer 
"less rigid challenges, with more of 
an emphasis on finding your own 
path, at your own speed, than on 
frantic arcade twitch challenges." 
This doesn't sound too far from your 
observation that “Pac-Man and 
Tetris engage the players on an equal 
playing field. The winning of these 
games is not based on knowing how 
to do a complicated button configu¬ 
ration to throw a fire ball.' The state¬ 
ment that girl gamers prefer "games 
with more of a story element [and] 
challenges based on more emotional 
puzzles," is not inten- 
ded to portray women 
as overly emotional or 
non-threatening; it 
simply serves to con¬ 
trast guys' enthusi¬ 
asm for side-scrolling, 
fighting games and 
the like [building on 
earlier, similar ideas 
mentioned in the arti¬ 
cle). Your interest in 
FFVH seems to sup¬ 
port this idea (no mat¬ 
ter how big Cloud's 
"sword" is). 

By using the terms 
"women" and "girls" 
throughout the article, we simply 
hoped to underscore the fact that few 
games exist for either. Obviously, not 
many adult women are going to sit 
down after work for a few hours of 
Barbie, We certainly did not mean to 
offend, and you can be sure that we 
will be much clearer in the future. As 
for the limitations of Barbie and the 
other titles we mention, keep in mind 
that our feature focuses on the simple 
fact that there are so few quality 
games being made for girls or 
women, regardless of age. It's encour¬ 
aging to see any titles that are being 
published exclusively for girls. 


Despite your opinion of Joystick 
Nation, at the very least Herz's book 
provide good grounds for discussion. 
If anything, we're sorry that we 
weren't more clear in our presenta¬ 
tion. Of course, we consulted several 
women about the article before pub¬ 
lishing it. And following this you'll 
find some more... 

More Game Girls 

Hi! i wouid just like to thank you for print¬ 
ing your article about women and 

videogames. It was a real piece of work 

and showed me 
that some mags 
out there are non¬ 
sexist. f was so 
filled with joy when 
I read the article. I 
think that more 
mags should do the 
same. I just have to 
say this though: I 
know a lot of girls 
out there would 
rather whoop a 
guy's ass in Mortal 
Kombat or Tekken 
than play Barbie 
Designer. Keep up 
the good work!! 

Miranda Polsean 
MMPolzin@Hotmail.com 

Your article "Girls & Gaming" was truly 
awesome. You are leading the video- 
game industry down the right (and 
inevitable) path while others, like Eidos 
and its "where the boys are" television 
campaign, continue to alienate 54% of 
the population. Sure, Lara rocks—but 
look what acting cocky did for Atari. You 
are wisely tapping into the new market: 
girls. I thank you. 

Tiff ini X 

equalitynow@webtv.net 


feature were extremely positive, and 
hopefully, a few developers will read 
it and take what was said to heart. I'd 
like to see many more original, 
unique games coming out, not only 
to entice new female gamers, but to 
push the limits of what we all consid¬ 
er to be a "videogame". 

Although your magazine is still in its 
infancy, I can't help but be impressed 
with the early quality and presentation. 
Your content seems to defy the Imagine 
label, as reviews of 2-D games are what 
they should be—highly scored. I hate to 
see games like Castlevania (my all-time 
personal favorite) and Mega Man getting 
poor ratings. So many editors are writing 
2-D gaming off as a thing of the past. It's 
a shame that this is happening, but as 
long as you guys keep the tired "do we 
need another 2-D game?" rhetoric at 
bay, perhaps 2-D will stay around a little 
while longer. Of course, many individuals 
are clamoring for polygons in their 
games, and I'm one of them; however, I 
still cherish old-school gaming. Hopeful¬ 
ly, you guys will continue to do so as 
well. Please continue to give 2-D gaming 
the respect it deserves. 

Brady Fiechter 
bfiechter@ssi.parlorcity.com 

►STEVE: Well Brady, the staff here 
at PSIVI gives each game a fair shake. 
Just because a game is 2-D doesn't 
mean it's no good. Sadly, we are liv¬ 
ing in a time when everyone tends to 
feel 3-D is the only way to go. But 
even the greatest looking 3-D title can 
play extremely badly. Games like 
Castlevania should be praised and not 
dismissed, as they blend incredible 
graphics with dead-on controls. Not 
many 3-D games can say the same. 
And as long as quality 2-D games are 
being released for the PlayStation, we 
will have no problem giving them 
their due. 



However, if you follow the article, 
the author infers from Herz's exam- 


Wlany of the sentiments in your letter 
seem to be reflected in the article. 


► CHRIS: Thanks for the kind 
words! Most of the responses to that 


Is Biasto ever going to come to Okla¬ 
homa? I was wondering because some 
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► Blasto's gone back to the drawing 
board for a while, but he will return! 


NOAH: What can f say.,.it touch¬ 
es me that you take the time to 


other maga¬ 
zine (which I 
quit buying) 
said the game 
would be re¬ 
leased in September 
of '97. It hasn't been 
released yet, and I am 
getting worried. Please let 
me know when it's coming 
out and how much it will 
cost. When it does come 
out, will you make a 
strategy for it? 

Samuel Mills 

spidermansam@juno.com 



i of our month 


1. Do you know if Dragon Quest VII is 
coming out for the PlayStation? If if is, 
then what month will it be released? 


1. Soon after you read 
this issue. Resident 
2 should be 
released, Capcom 
officially an* 
ounced an end-of- 
ary release date. 
We can t even begin to 
stress how good RE2 is, 
Capcom has simply done an 
job with this sequel 


2. Which month will Final Fantasy Tactics 
come out? I heard from one local store 
that they would get it in December, 
along with Aiundra. 

3. Do you know of any major RPGs com¬ 
ing out other than Aiundra , FF Tactics, 
and Saga Frontier? 

CCCboy9@ao!.com 

I have a few questions to ask y'all: 


STEVE: 


he question 
should be asking is whether or 
Blasto is ever going to come out at 
ail! The game, in its original state, 
was less than exemplary, so Sony 
decided to go back to the drawing 
boards. For the last few months, the 
Blasto team has been working hard 
on the title, tweaking it and adding 
more gamepiay elements. Hopefully, 
the game will finally be released in 
March. As for the price, it will proba¬ 
bly run just under $50. And yes, PSM 
will probably provide a complete 
strategy guide for our readers 
e finally hits the stores 


I think your magazine rocks. It is one of 
the best magazines I've subscribed to in 
a while. It is the only mag that I have 
ever read front to back. I love every sec¬ 
tion of it. I have to add that PlayStation is 
the best console out there. I have two 
questions for you: 

1. What is the official release date for 
Resident Evil 2? 

3. When is SF Rush coming out? 

PS: Nightmare Creatures is awesome! 

Rex Ruperti 
Kapolei, H) 


A. Do you think Final Fantasy 
on PlayStation or PlayStation 2? 


2. The whole SF Rush project has 
been riddled with delays, mostly due 
to the fact that it's extremely difficult 

to port a 3DFx*based game over to B. Will Cloud be in FFVIIl? 

■ 

the PlayStation. Still, Midway is confi¬ 
dent that SF Rush will turn out 
extremely well, and the company has 
stated that the game should hit 

»in February, 


be 


C. Do you think any other game can 
match Final Fantasy VIFs graphics, 
music, and storyline? 


e 




aymg as a 
code on (see Issue 5) makes 
mate Creatures an awesome g« 

RPGs on the Rise 


Great job with the import section; it 
could be longer, though. I have a couple 
questions for you: 


► Breath of 
Fire Hi is yet 
another hot 
RPG to look 
out for, 


\ 

4 
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Thanks for taking the time to read a let¬ 
ter from a FFVII freak, and keep making 
the best mag on the newsstand! 

Spencer Russell 
Thunderfistl 2@hotmail.com 

STEVE: it's always nice to hear 
i a couple of RPG fans, i love the 
genre and am constantly looking for¬ 
ward to new games on the horizon, 

1 . Dragon Quest Vlf is still in develop¬ 
ment and probably won't be out, in 

p if r 

Japan, until mid next year, IMo U.S. 
release is set, but considering the sue* 
cess of FFVII, I'm sure a 
Usher will eventually pick it u; 
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2, Tactics is set to be kvioasou u»9 
month, so we have included a com¬ 
plete strategy guide to help you 
~ through the more difficult parts of 

it out on page 68, 
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for release, but there is still one other 
title to look forward to, Capcorr/s 
Breath of Fire III is also coming, and 
will be another quality title to keep 
eve on. 


A 


C Square is designing FFVIIl with the 
current PlayStation specs in mind, 
but that could change. Supposedly 
this next seouel will take between 

years to compf 
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approximately the same time as 
of PlayStation 2. 


B. There is a strong rumor that Cloud 
will be returning in FFVIIl but nothing 
has been confirmed. Square should 
be releasing 
characters an 
later this year. 
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C. I don't think we will see a game of 
FFVITs quality until another Square 
RPG, such as Parasite Eve, comes out. 
This game looks simply amazing and 
should make its way over to our 
shores. Look for a huge preview in an 
upcoming issue of PSM. 
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atully that answers your ques¬ 
tions. If you are a big fan of RPGs, it 
can be tough to remain patient for the 
next big release. Thankfully, 1988 i 
going to be a huge year for R 
From Breath of Fire ill t< 
tier, all the big companies are 

T ' w Jf 

out with their big titles, and us 
gamers are reaping all the rewards, I 
can't wait! 


Don't we all remember the Tron cabinet 
in arcades (from about 10 years ago, 
admittedly)? All those cyber-cycles, 
overhead tank wars, and so much 
more. I especially liked that singular 
flight stick-type thing. Anyway, Tron 
was a cool game and a great movie. So, 
with all the retro-gaming happening on 
the PlayStation, why hasn't Mid- 
iliiams had any plans for a PS 
wouldn't even mind if it 
appeared on a classic hits package, 


CD 

c: 

>- 

JO 

CM CL 

§ Pi 

R cm o 
R lo oc 

to Td > © 
§) o c 

CO = — 0) 
□ C O 0) 


E 

03 o 


£ o 

<D 03 

CO u. 


O (/} 
to hJ 

£ *5 

CD CD 
8® 

00 -3 £ 

> C (D 
9 .CtJ Z> 

R ^=* cr 

lu to °° 

§ - 

© ^ 

E 5 § 

CO 5 > 

^ x: 

St Jj V. 

o P t* 

C O 

HJ r D J3 

UL *-0 O 


LO 

CM 

© £ 
D> O 

<0 o 

* 

75 co 
O) £ 

u3 2 


~o 

CD 

CD 


S CD 

S5 c 

Q ^ 

A o 

“O 


>- 

c 

o < 

CL 

a 

£ | 

00 3 ® (3 

c8 a o ° 

x <j) © © 

o +■* +■* 

m o S S 


o s 

a: cd 


o o 
> > 
(0 to 

U_ UL 


J/l 
V) ~CD 

S © E 

_d CD 

05 LO 
c ■ » 

•4= <2 w 

o § I 
£ ^ & 


SSo 
w @ = 

'C CD C 

-C CJO o 

9 jg® 

o ^ 

’■'JRj -zJ' :■ (M 


° rv= 
cd Cl 

c/> . w 

CO CD 
CD ki 


to 

m 

§fp; 

NT 

m m 

Q_ ‘i- 


m tQ 

a o 


Tx • 

o 

JD 

d> 


jb 4S 

T3 © 

m = 

CC O 


2 


• ri'll/.'tVi' rV 


<d 

O) O) 
CO 




i.n: & : *•. »*iL 

CD 
. Cl 

. . 


■ - 

r- -■ 
co 

c4 o 

CD irC 


to <r 
. c 

q o qi 


i m 

O 

CD rf 

.5l tf- 


CD 

(A -Q 

m £ m 

.9 co ^3 


I! 


‘_E ® c CO nC 

M S ts ^ 

-S’-s mm s § 

cd o rf o *2 

OD O > t > E 


FeeftUflRY 




■ - v 4 ? i : V-. V-'-T ■ 1 : D. •• 

CD' 


C£ C CN ' U- 

CD O ^ c 

© ai cd ^ Qz Uf 

co ~ <J> X .. in 

c m o a> a> 

S2 O i- c 

o 4- 1 CD CD C C 

DC 2 fy # ® m 




I 

xn 

TO 

CD 

’-X"- • V: ;liy& 


. 


*: * i r 1 • I. • • .T-. r ■* • r-jf -1 


r 


CD b: 

sz 

Tri CO 






I 


is cn 


SC JK CD 

c E yj CO CD 
J# B G S O 
O C5 S — 03 

w W qj Q_ qj 

© © tr o 
5E fZI fco £ i 

UlSifslSi 

£ £ S a 


©: R 

o> E 

co V.- 




5.yyijj | 

m 

is® 

m i 







aaiiiiiiiiaaAUAiiiiiiaiaaaiAaaaaaiiiaaaii PSiTl 199B * 
































































































































































































































































Any news? Any hope? Or, is it "silence 
program!" Thanks for the info. 

Mars Plastic of BORG 
heborg@bellsouth.net 


► CHRIS: Sorry Mars, but we 
haven't heard anything yet. However, 
with retro gaming still going strong, 
there's a good chance that it could 
eventually happen. But y'know what 
I've been wondering? Why hasn't Dis¬ 
ney done a remake of the movie? 
With today's special effects wizardry, 
it would be completely amazing! 


Banzai's in the House! 



I just 
wanted 
to tel! 
you 

guys your Jap¬ 
anese game cov¬ 
erage is the best. 
When the section 
was at only two 
pages, it was still 
packed with info. 
Now that you have 
expanded it to four 
pages, I am in heaven. 
Most of my PlayStation 
titles are imports, and I 
rely on magazines to 
keep me informed about 
what's hot. In fact, I 
stopped subscribing to other mags and 
am only getting PSM. You guys have my 
lifetime subscription, and I promise to 
spread the word about you. It's the least 
I can do for the best videogame maga¬ 
zine in existence. 


A VUI I 


coverage just 
keeps getting 
bigger, all for 
you crazy 
Nihon Otakus 
out there! 


Mark Justice 

(no address provided) 


Yippee!!! Your Nihon section is now four 
pages long. Thanks from the deepest 
part of my heart. You guys have got to 
have the best import section found in a 
magazine. Bill is doing a wonderful job 
and I hope he continues to dig deep for 


Each month, we're going to put the controller down for a moment to 
talk about a different aspect of gaming. The topics will cover everything 
from good gameplay, to recent trends, to current news. We invite 
debate, so please drop us your opinion on this month's topic at PSM PAUSE, c/o Imagine Publishing, 150 North Hill Drive, 
Brisbane, CA 94005. Or, you can e-mail us at psm@imagine-inc.com (just be sure to put "Pause" as the subject heading). 
We will run the best of your responses here in this section. 


This Month's Topic: 

Can A Game Be Too Long? 

inee this is our first edition of Pause, II thought I'd start 
things out on a simple note. Lately, it seems that 
videogame developers brag more and more about how much 
longer their game is than the competition's titles. On paper, at 
least, a game that seems to go on forever looks like a really good 
thing—you get to enjoy the game longer, and you get more bang 
for your buck. But I submit that sometimes a game can actually be 
too long, that some games should end a lot quicker than they do. 

I know—it sounds crazy, right? But just think, how many 
games have you ever played, and how many have you actually 
played through to the end? Sure, some games just weren't ver/ 
good, so you quit early. But haven't there been a few games that 
you really thought were cool, that you got really excited about, but 
just got bored of before you could reach the end? Believe it or not, 
that's how I felt about Tomb Raider. \ know it's sacrilege to say that, 
but it's true. As much fun as the game was, by the time I reached 
the halfway point, I was just plain tired of searching the cave, find¬ 
ing the switch, leaping the pit, and so on... The gameplay was 
great, I really enjoyed playing it, but the same challenges repeated 
over and over are only going to hold my interest for so long. 

I may be in ihe minority when it comes to this particular game, 
but that's OK. Many of you probably played through Tomb Raider 
and never got bored. But we all have different limits, different 


amounts of time that a game will hold our interest. If you don't 
agree with my first example, then think of it like this: if Tomb Raider 
went on for, say, 500 more levels, with each one just as large and 
expansive as the originals, then would you play it? If the answer is 
no, then how many levels would you play through? 400? 200? At 
what point is it just not worth the effort or time involved? 

There is no standard set time amount that we can be expect¬ 
ed to play every game. While a 70-hour PPG may interest us, a 70- 
hour side-scrolling brawler might drive us mad. It all depends on 
how long the game can offer us fresh new challenges, other than 
mindlessly repeating the same tasks again and again. That can be 
fun in the right amount of doses, but each style of gameplay has 
its own natural lifespan. The developers could have stretched 
Fighting Force out to 70 hours if they wanted to, but why would 
you want that? You can already get the full effect from the time 
you spend playing jit now. You know a game is getting too long 
when you just wish you could reach the final boss, beat him and 
be done with it. If it weren't for the promise of a cool reward or 
ending, you'd probably quit playing right there and then. 

Well, I could go on, but I think I've said enough to get you guys 
thinking. Now it's your turn—put pen to paper and let me know 
your thoughts on this topic. Whether you agree or disagree with 
my views, it doesn't matter—well take your most interesting 
responses and run them here in this space. So get those letters in! 




all the latest import info. You should 
review import games in your section, as 
well. Keep the Gundam games info com¬ 
ing, as I love those sort of games. 


Also, I remember a newsgroup post from 
Stephen talking about something called 
"Banzai Chibi-Chan". What or who is 
this? Is it a new game? Thanks again. 


Philip Green 
greenday@usa.inter.net 


► BILL: Mark and Phiiip-san, honto 
ni ARIGATO GOZAIMASUm Like 
you, I heavily relied on 'zines to let 
me know what was going on in 


Japan—especially since 1 had a 
Japanese PlayStation before they 
existed in the U.S, "Chipping" was¬ 
n't available for a while, so I needed 
to know what was up just so I could 
PLAY!!! The way 1 set up my column 
is the way f would expect an import 
column to look. 

As for Banzai Chibi Chan, it's not a 
game, he's our new pal! Check him 
out in this issue's Nihon Game Otaku. 

Am I doing something wrong, or do the 
joysticks on the new Sony Analog Con¬ 
troller not work at all with any old games? 

I figured that they would at least have a 


"digital" mode in 
which the joy¬ 
sticks could 
be used in¬ 
stead of the 
buttons, but 
I'm not having any luck yet. 

I also saw a review of Wipeout XL some¬ 
where that said it's like a totally different 
game with the analog controller. I couldn't 
wait! And now I've got it and it doesn't 
work. Am I out of luck with Wipeout XL, 
too? This is really disappointing. 

Scott Marean 
smarean@dcsys.com 
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Andrew Jennings 
afj101@psu.edu 


•►NOAH: Hey Scott. As far as the 
Sony pad goes, you're doing nothing 
wrong. The analog sticks on the Sony 
analog controller will only work with 
games that have analog control. On 
digital games like Wipeout XL the 
dual sticks are worthless. 


mg Maybe with the growing popular- 
f ity of the game, well begin to see 
a trickle of our favorite dog's mug 
on a few items. 


tracks seem boring and uninspired. It 
would be great if future games would 
let you insert your own music CD 
after the game has completely loaded 
into the PlayStation's memory. Unfor¬ 
tunately, games are now much too 
large for this to work. Perhaps Sony 
will include some sort of music fea¬ 
ture in its next PlayStation. 


I have some questions, *%^s*m*^ 
but first I just wanna say that your mag is 
really cool. I hope that someoay it will 
be...um...just as good as it is now. But I 
have the major issue right here. Where 
did you get those kick-ass Parappa Hats? 
Those things are really cool and I want 
one. Anyway,! hope you guys are getting 
extra hats because I am stealing all of 
yours...tomorrow] 


It sounds like II had better get a safety 
deposit box for my hat! There are 
probably only a few of them in exis¬ 
tence here in the U S. In fact, we had 
only one hat to share, so I made sure 
that 1 took my photo first... 


The Sony analog controller was hailed 
in the press as a must-get item when 
it first came out (and it was}. Little did 
anyone know the Barracuda would be 
released several months later with its 
fantastic performance—a com¬ 
plete surprise to even us. M 
Everything you thought the g d|i 
Sony pad would do is I Jim 
found in this new analog B \ lg 
pad, and more. You can use 
the analog sticks in digital ^"B 
mode, and 1 recently shaved sec¬ 
onds off my Wipeout XL record times 
using them. As for the sticks them¬ 
selves, they feel better and have more 
range than the mushy play of the 
Sony pad. You should keep your Sony 
pad, though—you can always use it 
for two-player analog racers. But for 
your own needs, pick up a Barracuda. 


2. Time Crisis has been out for a few 
months now, and Namco's other Gun- 
Con game, Gun Bullet, should just be 
hitting the stores soon. 


Alright fellas, I'm what you might call a 
"playa". I've been playing since I was 3 
years old. I have almost always been 
ahead of other people when we would 
get together and play games at different 
houses 


3. We do plan to implement a game 
release listing in the near future. We 
also have several cool new sections, 
such as this month's "Pause" column, 
that we will be adding to the maga¬ 
zine in upcoming issues. PSM will 
continue to grow, so keep sending u$ 
your ideas on what you'd like to see! 


F I was quite curious as to how 
I could acquire a Parappa hat, 
as seen on the editors page of 
this month's PSM. I was also wonder¬ 
ing where I could find the Parappa sound¬ 
track, because, well, it's really good. If 
you have any info on these matters, 
please let me know. 1 know you guys 
have all this stuff. 


know I am one of the few 
proud people who can truly say they are 
a real game playa. I talk about, think 
about, and want to play videogames ail 
the time. I only have a few questions "or 
you guys: 


1. Is Sony going to put out anything 
where you can play your own music 
instead of listening to all of that bad 
X music in videogames? 


Bill—The Playstation currently lacks one 
thing, and that's an extreme game! 


2 . Do you guys have a release date 
for Time Crisis? 


Stylin' Headgear 

I just got your awesome 
Holiday Buyer's Guide, 
and I couldn't help but M 
notice the wild hats Jj|| 
the PSM team were fh-T 
fashioning. I was B| 
wondering if I could Tx 
purchase one from you, V; 
or do you know where I 
could purchase one? 


►NOAH: Unfortunate- ^ 

ly, Parappa merchandise 
is hard to come by 
\ unless you have a friend 
x in Japan. Judging from all of your 
responses, though, Parappa mer- 
I chandising could be very success- 
ip ful here in the States. (Hey, now 
you guys at Sony's marketing dept, 
owe us one!) In Japan, the whole 
Parappa "stuff" craze went totally 
ballistic, with Parappa and friends 
pencils, erasers, plates, T-shirts, lunch 
boxes, stickers, hankies, hats with 
ears, and much, much more. The sen¬ 
sation reached the pinnacle of main¬ 
stream commercialism about six 
months ago with Parappa mug give¬ 
aways at participating Japanese 
Mx Dunkin Donuts. In the U.K., 
ads for the game feature 
filfe 1 dioramas and finger pup- 
ShK. 1 pets of the characters. 


r 3. In the future, are you going to 
have a section that lists all the new 
games that are coming out and their 
release dates? I believe that would help 
many people in knowing when a game is 
going to be released, because usually it is 
so hard to find out any other way. 


A. Would current wrestling titles like WCW hold 
up against the madness of an ECW title? 


Casey "Parrapa" Markham 
H.PSLIM@WEBTV.net 


Tom Martin 
gmartin@nbnet.nb.ca 


One game is just waiting to be made, but 
it seems no publisher wants to acquire 
the rights for a game that would strike 
gold with fans of an Eastern wrestling 
promotion. That's right— ECW: the 
Videogame. Just imagine how cool it 
could be. Sabu's high flying antics, New 
Jack's trashcan, Sandman's drinking. All 
these cool features could be incorporat¬ 
ed into a game that would surely be bet¬ 
ter than the current wrestling games like 


►STEVE: Jump, kick, it's all in the 
mind... Well Casey, it's nice to know 
we are reaching the hard-core gaming 
audience with PSM. 


C3JL .pJBxr Where' d you guys get 

the Parappa -style hats 
^IHi p il^ that you're all wearing 

throughout the December 
issue? They're so snazzy, and it's 
so cold here in frigid Happy Val- /■ 
ley (PSUk A nice warm Parappa JpXfB 
hat would go a long way. 0$®B 


1. I have to agree that most video- 
game music nowadays is not that 
good. Aside from some major excep¬ 
tions such as Castlevania and Final 
Fantasy VII, most videogame sound¬ 
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Doesn’t the thought of 20 new friends sound terrific? 
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PowerMoves, WCW Vs. The World, or 
WWF in Your House. 

Despite living in England and being 
starved of ECW coverage, I am a keen 
follower. I'm sure that if a game market¬ 
ed for the fans of the K1 Battle tourna¬ 
ment can be released, then a game for 
ECW, which has considerably more fans, 
is worth the time and investment. 

So come on, Bill—you must have some 
contacts that can follow this potential hot 
release. It's a dream worth chasing! 

Scott 

Poole, Dorset, United Kingdom 

►-BILL: Yeah Scott I know. An ECW 
(Extreme Championship Wrestling) 
game would he extreme! It would 
certainly be leagues better than WCW 
or WWF. I think the main problem 
publishers might have with making 
this game (aside from the EXTREME 
violence) is the fact that most people 
don't even know what ECW is! ECW 
is only available on pay-per-view, 
whereas WCW and WWF can be 
viewed on regular cable TV. Since 
you're such a fan, check out the PS 
section where you'll see the recent 


ECW outing I attended at an Elks Club 
in Queens, NY. OH MY GOD11I ECWI 
ECW! ECW! 

Accessories 
Not IncludecL.Yet! 

Hi to everyone over at PSM. Personally, 
I really think your mag is great. I've 
already bought the first three mags, and 
I thought everything from contents to 
pictures were terrific. I have one ques¬ 
tion that I hope you guys can answer: 

When will you start making accessories, 
such as keychains, PSM logo stickers, 
and so on? i would love to buy some and 
hang them ail over my room. 

Q4e0tn15@aoi.com 

i love PSM! You guys are the greatest, 
and I hope the magazine continues for a 
long time to come, i do have one little 
question. Are you ever going to sell any 
sort of PSM merchandise? With the smi¬ 
ley face stickers and logos, you have 
started up a cool little cultural icon. It 
would be great to be able to order a t- 
shirt with the logo on it. In the "PS" sec¬ 
tion in Issue 3,1 noticed that Gumby was 
wearing what looked like a PSM t-shirt. 


Are those available for purchase? If they 
are, where would I order them? Thanks 
for any help. 

Mark Listner 
Orlando, Florida 

►CHRIS: Good eye, that was a PSM 
T-shirt Unfortunately, we don't have 
anything to offer the public just yet, 
as those shirts were only done for 
promotion within the industry. We've 
got a tot of good ideas though, so you 
can look forward to seeing loads of 
PSM-branded stuff a little later in the 
year In the meantime, if you guys 
have any good ideas for merchandise 
you'd like to see, please let us know! 

I recently played an awesome flight sim¬ 
ulator on my friend's PC. It's so cool. I 
was just wondering if Sony has any 
plans of making any sort of flight simula¬ 
tor for PlayStation. Oh yeah, I love your 
magazine. I switched over from another 
mag to you guys. PSM is the best! 

TimO 

ZoomAir88@ao! .com 

► NOAH: The closest thing to a 
flight simulator on the PlayStation is 


Ace Combat 2 It's actually more of an 
extremely good arcade game featur¬ 
ing advanced physics than an actual 
flight simulator. Unfortunately, I don't 
see much of a chance for any true 
flight simulators on the PlayStation, 
but then again, we have been sur¬ 
prised before, 

And hey, thanks for choosing PSM as 
your independent source for the juice 
on everything PlayStation! 

First of all, I want to tell you how excited 
I am to read your magazine. It is the best 
looking gaming magazine out there, and 
I can't wait for the next issue. I have 
some questions for ya, though. 

1. Before reading your magazine, I had 
barely even heard of ail the Japanese 
games that are made and never make 
it to the U.S. Now that I know about 
them, I WANT IN! My question is, 
where do I go to get them? Can people 
order the imports from any magazines? 
Is there any way I could buy imports 
from you? 

2. I am a big Anime fan, and I heard 
some pretty awesome Anime games 
are out there, too. In your expert opinion, 
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live chat rooms, and more 


www.pcgamer.com 



Your online Super Gaming Barn. 

We offer the best variety of Video Games/PC/RPG/CCG and accessories. 

Playstation/Saturn/Nintendo/WotC/TSR/Fasa 
All at 20%-30% discount. Sometimes MORE. Yeeha! 

Secure online ordering or call toll free 24 hours. 

Most orders shipped out next day. 

Order over $100 and we ship it free.* 

Visa/MC/Check accepted and Express Delivery available 
"Lez uz put dem gams in yur hanz, ya freak.” 

*see site for details 

Uncle Jed’s Game Shed, Game Shed, Slow Bob, Crazy Cousin Zeke, Slim Bigboy, are © 

Game Shed. So hands off my gumbo. 


which ones are worth the money? Also, 

I heard a Sailor Moon game is out in 
Japan. Is this true? 

3. I'm 16, so I can only afford about one 
to three games a month. Are there any 
good jobs around, like testing games or 
working for some KILLER magazine (like 
you guys), that I might have a chance at? 

I do have plenty of experience on the 
computer, and as a hobby I create 
enhanced web-pages. Basically, gaming 
is my life and I wanted to know where to 
look. Do you have any ideas? 

James Hays 
James@Hays.org 

► BILL: If there aren't any import 
stores around, you can always con¬ 
sult the Internet, 1 know of two web¬ 
sites that offer import games: www. 
therage.com, and www.buyritel. 


com. Unfortunately, PSM doesn't 
offer any import games for sale at 
this time. As for the anime games, 
there's no Sailor Moon game for the 
PlayStation, but the Z~Gundam 
game is excellent. 

► STEVE: There are no set places to 
look for industry-related jobs. Next 
Generation magazine has listings in 
the back, but those jobs normally per¬ 
tain to programmers and artists. I 
would suggest looking for companies 
that might be located around your 
town or city. Often, game companies 
look for temporary testers and will 
hire anyone who has computer expe¬ 
rience and a love of games. 

As for working for a magazine, that 
requires a bit more skill and experi¬ 
ence—not to mention a lot of luck. 
Timing is crucial, so you should con¬ 


stantly browse the WWW to see what 
job openings are available. Above all, 
be patient and keep trying. Persis¬ 
tence is almost always rewarded. 

I was wondering if the rest of the PSM 
crew also played games. I know that 
Steve, Chris, Noah and Bill are hard¬ 
core gamers, but how about Charles, 
Gary and Eugene? Do they play games 
as well? If so, what sort of games do 
they like? 

The reason I was wondering is that you 
all seem like a cool group of guys who 
just love to play games, and it shows in 
your magazine. I can't believe your 
artists and managing editor could help to 
create a mag so good if they weren't into 
games themselves. Besides, they proba¬ 
bly don't get as many e-mails as the rest 
of the crew does. Oh yeah, here is 
another question for your artists: Did any 


of you work on other Imagine mags 
before PSM? Thanks, and until Nintendo 
buys out Sony, make mine PSM! 

P.S. Steve—Oregon Rules!!! 

Hilton Earle 
Beaverton, OR 

► CHARLES: After the workday at 
Imagine, I do enjoy checking out a 
few games, I frequently kick Eugene's 
butt in Jet Moio 1, and I played a lot 
of Nightmare Creatures for a while 
there. Intelligent Qube and linked Poy 
Poy are currently receiving some 
heavy rotation. 

► EUGENE: I'm not sure what lies 
Charles may have spread, but I love 
being the office champ. 1 also enjoy 
Lara, uh, 1 mean Tomb Raider. Seri¬ 
ously inventive and ground breaking 
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and STRATEGIES 
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PLEASE! CALL THE 

ULTRA BAMEPLAYERS 
tip limp Timur 
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PREmiEH CLUB 


Our editors choose their 
all-time favorite games to provide 
tricks, cheats and codes 


Whatever your sport, we’ve 
got the hottest tips to all the 
hottest sports games 


Calls average 3 minutes in length. If you’re under 18 years of age, please get your parents’ 
permission to call. Brought to you by ULTRA GamePlayers Magazine in beautiful Brisbane, CA 
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games such as Abe's Oddysee, 
Parappa and Wipeout are also some 
of my faves in both gameplay and 
exceptional all-over design. PS: 
check your back issues of Game 
Players {not Ultra) and Next Genera¬ 
tion. You may find some familiar 
PSM names! 


what would be the cost of Issue #1? 
Thanks in advance for any info. 


I love your magazine. I was always hop 
ing a magazine would come out featur 
ing only the best system—PLAYSTA 
TION 


Kevin 

kev206@kev206.seanet.com 


was wondering if there was any 
way I could get the first three issues. 
Also, do you guys have an online site? If 
so, what is it? And will your subscription 
always be 12 dollars a year? 

Ryan Garner 
blaze18888@aol.com 


► www.psmonline.com has the daily PS skinnny! 


I really like your mags and i'll continue to 
buy them, in fact, I'm thinking of sub¬ 
scribing. So far i got the second and third 
issue. I missed the first issue, and there 
was good stuff in it, too! So I was won¬ 
dering if PSM would be selling back 
issues. It's kind of lame to have the rest 
of the strategy guide to Final Fantasy VII 
when you don't have the first part. 


► CHARLES: Once again, anyone 
looking for back issues can cal! Imag¬ 
ined customer support line at 1-800- 
706-9500. Back issues cost $6.99 each. 
The $12-do!lar subscription rate was 
an introductory PSM offer, and after 
that, we don't have any firm plans yet 
Our online counterpart is PSM online, 
at www.psmonline.com. Give r— 
Adam and Jason some support! Li— 


► GARY: Sorry to disappoint you, 
Hilton, I am one of the few people 
here at Imagine who is not into 
games. But I enjoy design and am 
proud to be a member of the PSM 
family. To answer your other ques¬ 
tion: No, I never had the opportunity 
to work on other Imagine magazines 
before PSM. 


Having discovered PSM with the second 
issue (which was on the stands the day I 
finally purchased a Playstation console), I 
would like to find a copy of Issue #1. Do 
you make back issues available, and if so 


Hong's Doomsday is totally brutal—it 
can tear through anything that gets in its 
way. The bazooka is great for close com¬ 
bat, and the grenade launcher is a very 
powerful weapon. The large rockets take 
a lot of skill and strategy to use effec¬ 
tively, and they are very powerful, as 
well. This mech had the highest overall 
point rating and can take a severe beat¬ 
ing. Congratulations, Hong! 


Weight: 5548 i.ffS 

Cost: $825800 ; | / 

Grade: Superfine jm V 

Jason Bulpuerin m "\m 

La Mirada Calif. | ■ Fbffl Ji 

Name: Nitemsre hi^JL 
Head: HD-ONE 

Legs: LNKS-1B46J 
Generator: GBG-10000 
FCS: GX-9009 
Boosters: B-VR-33 
L Back Weapon: WM-S60/6 
R Back Weapon: WC-GN230 
Arm Weapon: LS-3303 
Arm Weapon: WG-1-KARASAWA 

TOTALS 

AP: 8758 
Weight: 8730 
Cost: $927,700 
Grade: Excellent 

John Melio ng^g| 

Philadelphia, Penn. 
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Mega Man X4 

Seth Rainey 
Greenville, S.C. 29609 


sumo battle. Sounds like 
fun to us! 

Way to go Ryan — 
you've won a GX7V, a 
PlayStation, a link cable, a 
Multi-Tap, some extra 
controllers, and two cop¬ 
ies each of a variety of 
linkable games! 

Party Runner-Ups 
Runners up will receive a j R Back Weapon: WC-GN230 
Multi-Tap and some extra j Arm Weapon: LS-99-MOON1 
controller pads. j Arm Weapon: WG-B2180 

H :;C.v ‘Vf •• ' ./ I 

Linda Hadad f TOTALS 

Satellite Beach, Flor. j AP: 8996 

...... .. i Weight: 9261 

Nicholas Augustine Cost; $8g9 660 

Greenville, Penn. [ Grade: Superfine 

Wrench i RUNNERS UP 

Warren, Penn I »*.^c_u 


OTest Drive 4: 

Beat Noah's Time 

Art Muller 
Queens Village, N.Y. 

Using the XJ 220, Art got 
a time of 10:220 on the 
drag strip course. 

Bushido Blade: 

Slash Mode 

Leroy Berry 
Roxbury, Mass. 

Street Fighter 
EX Plus Alpha 

Jay Bow 
New York, N.Y 

Final Fantasy VII: 

Limit Breaks 

Steve Robert 
Bronx, N.Y. 


Party Contest 
Winners 

Grand Prize 
Ryan Walters 
Hamilton, Mon. 

Ryan found all the items 
in the "Party in Your 
PlayStation" feature in 
issue three. For the 
tiebreaker, he says some 
huge, padded, sumo 
wrestling outfits would 
have made the party 
even better. When some¬ 
one whips your butt in a 
fighting game, you can 
challenge them to a 




Name: Iczer 1 r m 
Head: HD-ONE 
Core: XCL-01 
Arms: AW-XC65 
Legs: LN-D-8000R 
Generator: GBG-XR 
FCS: QX-9009 
Boosters: B-VR-33 
L Back Weapon: WC-CN35 
R Back Weapon: WC-01QL 

TOTALS 

AP: 7504 
Weight: 6974 
Cost: 867450 
Grade: Above Average 




winner, but we decided to go ahead 
and show a few other high-ranking 
mechs. We've listed the parts that 
make each one up so you can try out 
the PSM top Armored Core mechs in 
the country for yourselves. 

WINNER 
Hong Nguyen 
Sacramento, Calif. 


Armored Core—Build the 
Best Mech Winners 

We recreated your mechs (down to the 
paint job) using the specs you sent us, 
and took them into battle to see which 
one was the best. Not only did a mech 
have to be powerful and effective, it 
also had to have some taste and a cool- 
looking color scheme. There's only one 
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The hardcore gamer's bible at 70% off 



Next Generation is the 

intelligent game magazine 
covering leading-edge 
computer and videogames 
for passionate, multisystem 
gamers. 

Next Generation editors 
cut through the hype to 
reveal the hottest games 
affecting both the here and 
now and your gaming future 

Inside you'll find: 

• The best previews 
months ahead of other 
publications 

• Credible, definitive 

reviews from the 
industry's best editors 

• Dozens of high-quality 
screenshots to help you 
make tough purchasing 
decisions 
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Leading edge computer and videogames 
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REVEALED! 

Everything they don t 
teach you at the DigiPen 
video-game school 




Call now for your free issue 



at no risk. If you're pleased with what you see, we'll send you 11 more issues 
(12 in all) for only $19.95 - more than 70% off the cover price! 

Offer good in U.S. only. Cover price is $5.99. Canada: $US 33.95, includes GST. Foreign $US 
43.95. Prepaid in U.S. funds only. Please allow 6-8 weeks for delivery of first issue. 
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Each month, we put together three tough tests of skill—if you're good 
enough to meet the PSM challenge, you can win cool prizes and see 
your name in lights! Remember, only one winner will be selected from 
each challenge, so get your entry in early. Send in your entries to PSM 
Top This!, c/o Imagine Publishing, 150 North Hill Drive, Brisbane, CA 
94005. Sorry, we can't return any pictures or videotapes you send. 
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ge #1: Star Wars MOTK 

Most Wins in Survival Mode 

Do you have what it takes to be a true Master of 
Teras Kasi? Well, we've come up with a way for you 
to prove it. The reader who can get the most 
straight wins in survival mode will be a new Top This 
victor. Send a picture of your TV screen with the 
final screen after the survival match, the one that 
lists the amount of characters you beat and the time 
in which you beat them. Get your entries in early to 
have the best chance at the prize! 


Challenge #2: Alundra 

All 50 Gilded Falcons 

So, you think that just by finishing the game you 
completed Alundra , right? Think again! You can't 
claim any title without doing ALL the work! And you 
certainly can't get all the items from Captain Mel- 
nick's shop without collecting all 50 of the Gilded Fal¬ 
cons! Think you got what it takes to do it? Get to it 
and send us a picture of the inventory screen to 
prove you got all the birds AND the Spirit Wand. 
Only then will you get any respect in our book. 


Challenge #3: FF Tactics 

Learn All the Abilities 

To prove you are a master strategist, we want you to 
send us a picture of your character's Ability Learn 
screen with a master's star next to all 19 jobs. That's 
a total of 19 Masters, you know... (There are 20 
Jobs, but Dancer is exclusive for girls and Bard is 
exclusive for guys.) This should be quite a challenge. 
Of course, it might help you a little to check out our 
Final Fantasy Tactics strategy before embarking on 
this massive undertaking... 



■■■■■ 
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A Here's a cool behind-the-scenes pic of Charlotte 
Hornets star Glen Rice, talcin' it strong to the hole 
for Konami's In The Zone '98 TV commercial. Yeah 
Glen's a pretty good player and all, but... 
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A Eug; "We've got a 
trunk full of PlaySta¬ 
tions, a Humvee with 
a full tank of gas, and 
half-hour to get to 
Veqas." Steve: "Hit it/ 


. 


hhbhmhk 


...We all know where 
Glen stole all of his 
moves—from our very 
own Chris Slate, Mac- 
Daddy of the Imagine 
Publishing basketball 
court! Chris' challenge 
to Rice stands: "Any¬ 
time, anywhere." 


A While film¬ 
ing the RE2 
commercial, a 
zombie extra 
blew his own 
head off. The 
only clue as 
to why was a 
PlayStation 
copy of The 
Crow found 
in his makeup 
trailer... 


A Our resident 
Japanese nutso 
Bill gave Gina {his 
lovely fiancee) 
quite a shock with 
this awesome 
Sunny Funny ice 
cream cake. "You 
gotta do what"? 
Eat that cake 
before it melts! 


► Bill Paris was 
everywhere this 
month! At a recent 
taping of ECW 
(Extreme Champi¬ 
onship Wrestling), he 
proudly held high his 
home-made "PSM Is 
Extreme!" sign. Look 
for him in the crowd 
at the upper-right. 
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► Dinesh Kunder 

kunder@cs.fordham.edu 
2537 Cambreleng Ave. 

Bronx, New York 10458 
Trade Type: sell, trade Item: games 
Description: NCAA Basketball: Final Four '97 for 
PlayStation. Won it in a contest. Brand-new and 
unopened. Sell for $25 or trade for Tekken 2 or 
Oddworld. 

► Barrett 

barrettd_97@yahoo.com 

25557 Avenida Frasca 

Valencia, California 91355 

Trade Type: want Item: other 

Description: I'm looking for a used Samsung 

GXTV. Please e-mail me with any info. Thanks! 

► Be von Young 

gilbertb@e!mert .bobst.nyu.edu 
70 Washington Square South 
New York, New York 10012 
Trade Type: sell Item: games 
Description: I've got PSX Underground issue #2 
with FFVII, Porsche Challenge, Bushido Blade, and 
other playable demos! E-mai! me offers for one-of- 
a-kind disc collection. 

► Sungbin 

sxk275@email.psu.edu 

Pennsylvania 

Trade Type: sell, trade Item: games 
Description: Dynasty Warriors, Tobal 2 (Jap¬ 
anese), and a few other games for sale or trade! 
Interested? We could make a deal! 

► Brad Hegel 

Rip_666@hotmail.com 
220 W. Clement 
Glendive, Montana 59330 
Trade Type: want Item: console system, acces¬ 
sories, games 

Description: Want to buy used PlayStation con¬ 
trollers, memon/ cards, and any racing or fighting 
games. I will also buy any RPGs. 

► TySailo 

paco1T@earthiink.net 
920 West Side Dr. 

Gaithersburg, Maryland 20878 
Trade Type: trade Item: games 
Description: I have Suikoden and Tekken 2, and I 
want Wild Arms, Final Fantasy VII, or Persona. 
Willing to trade both for FFVII. 

Rocky Howard 

aceshigh@bright.net 
3239 Leatherwood Creek Rd. 

Sidney, Ohio 45365 
Trade Type: trade Item: games 
Description: I'm willing to hear any deals anyone 
has for trading games. I'm willing to trade for 
keeps or monthly. 

p**- Omas R. Valqui 

11320S.W. 203 St. 

Miami, Florida 33189 
Trade Type: Sell, Trade Item: Games 
Description: 1 have two copies of Madden '98. 
Need to get rid of one. Selling for $40.00 or best 
offer. Or will accept an even trade for Game Day 
'98 only. 


a February aaaaaaaaaaaaaaaaaaaaaaaa 
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► MattBenepe Description: I totally hate De- 

MS-Benepe@wrtr.edu struction Derby 2 .1 bought it from 

1409 Thompson Hall my friend so he'd sell me Twisted j 

I 1080 N Western Metai 2: I want to sell or trade it. 

i Macomb, Illinois 61455 $25.00 to buy, and I'lI have to decide 

Trade Type: sell, trade Item: games about your game for a trade. 
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► Graham Satherlie 

heights@uslink.net 

Rt. 77 Box 330 

Pine River, Minnesota 56474 

Trade Type: sale, trade Item: Games 

Description: Darkstalkers, Extreme Games, 

Project Overkill, Mechwarrior 2, NHL Faceoff '97, 

Warhawk, Soulblade, NBA Shootout '97, NFL 

GameDay, NFL GameDay '97, PO'ed, Need For 

Speed 2, Street Fighter Alpha 2, and an almost 

new Ascii Specialized Joystick. E-mail for prices. 


► Josh Zurcher 

dzurcher@ssi.parlorcity.com 
666 W. Main St. 

Berne, Indiana 46711 

Trade Type: want Item: accessories 

Description: Sony PlayStation 4-player adapter 

► Andrew Kulp 

deadkulp@aol.com 

Trade Type: want 

Item: console system, accessories, games, other 
Description: WANTED!!! WANTED!!! WANT¬ 
ED!!! If you don't want a game, E-mai! me, and I'll 
take them off your hands for a real cheap price ($0 
is my final offer)... No, I'm serious. If you don't 
want a game you can't seem to get rid of, then E- 
mail me, and well talk about it! 

► Christopher Ogunade 

Ogunade@usa.net 
224-33 Fairbury Ave. 

Queens Village, New York 11428-1927 

Trade Type: sell Item: games 

Description: I am selling Wild Arms, Ace Combat 

2, and Need for Speed 2. 

Alrik 

kaareb@crative.net 
1041 Kains Ave. 

Albany, California 95706 

Trade Type: sell, trade, want Item: games, other 
Description: For Sale: King of Fighters '95, $30 or 
trade, mint condition. Battle Arena Toshinden 2, 
$32 or trade, mint condition. WipeOut, trade only. 
Wanted: Multi tap, will pay $15 to $25. Street 
Fighter EX Plus Alpha, will pay $35 to $40. E-mail 
me with your offer. 

► Mark Hadland 

baysoft@wlf.net 
4502 Speros Lane 6 
Eau Claire, Wisconsin 54701 
Trade Type: sell Item: games 
Description; Bunch of used U.S. original Play¬ 
Station games. E-mail for list. Also interested in 
buying/trading, so send me your list! 

► Lamy Cssamajor JR. 

Cassamajor@juno.com 
75 Sharon St. 

Brockton, Massachusetts 02402 
Trade Type: trade Item: accessories 
Description: I am willing to trade my Sega Gen¬ 
esis with two controllers and five games for the 
Gameshark. It must be in its box, and it must 
come with the cheat book. The book must be in 
good condition, too. 1 know it's a bad deal, but if 
you sold it and can't get it back and have the 
Gameshark for the Sony PlayStation and don't 
need it, accept. 


► Don Harris 

tuae@hotmail.com 
137 Garden Brook Dr. 

Madison, Alabama 35758 
Trade Type: sell Item: accessories 
Description: Nyko 2MB Flash Memory Card, new 
in package. Asking $15 but will consider other 
offers or trades. 

► Pete Seif 

senate_269 
718 Fall St 

Spring Lake, Michigan 49456 
Trade Type: want Item: accessories, games 
Description: Would anyone be willing to sell Final 
Fantasy VII, memory card, and Scuba Fx? 

► Chris Back 

cback@cmsd.bc.ca 
4614 Beaver Cres. 

Terrace, B.C. V8G 4B8 Canada 

Trade Type: sell, trade, want 

Item: console system, accessories, games 

Description: I have a Sega Genesis, 4-player multi 

link, 4 controllers including a 6-button arcade-style 

controller, and 5 games for sale. $250 or 1 will 

trade for a Sony Playstation! 

► Ron Seiver 

r.seiver@mailexcite.com 
Trade Type: want Item: games 
Description: I NEED Romance of the Three 
Kingdoms 4. Contact me for more info. 

► David Nim 

250 San Bruno Ave. 

Morgan FI ill, California 95037 

Trade Type: Sell 

Description: I am selling Mortal Kombat Myth¬ 
ologies ($30), a GameShark ($20), and a Sony 
Controller ($10). All are in excellent condition. 

► Tarry G. 

1530 Centenary Ct. 

Valley Park, Missouri 63088 
Item: Games Trade Type: buy, trade 
Description: I'm looking for any type of PS con¬ 
troller in good condition, and/or Resident Evil 1 
DiscWorid, and Tobai No. 7. I am willing to trade 
Panzer General, GameDay, X-Com: UFO Defense, 
NBA In The Zone 2, or Die Hard Trilogy. Make a 
reasonable offer. All games have their cases 
and instructions, 

► Steve Edel 

2489 N Darr Rd. 

Scottville, Michigan 49454 
Trade Type: Want Item: Games 
Description: I would like to purchase either Resi¬ 
dent Evil or Destruction Derby 2, in good condi¬ 
tion, for $25. 


► Justin Fetherolf 

jut285@hotmail.com 
9192 Danner Rd. 

New Tripoli, Pennsylvania 18066 
Trade Type: Sell, Trade Item: Games 
Description: Will trade or sell for a reasonable 
price: PlayStation Underground Demo Disc No.l, 
iron & Blood demo disc with four playable charac¬ 
ters, and a PlayStation Interactive Sampler Pack 
Vol. 2. Will trade all for one game or sell for a rea¬ 
sonable price, about $5-10. Will negotiate around 
trade or sell. E-mail offers. 

►- Francisco Navarro 

2329 Schoolside Ave. 

Monterey Park, California 91754 

Trade Type: Sell 
Item: Games 

Description: Selling Tomb Raider for $32. Bought 
it five months ago and passed it, so it's almost 
brand-new with original packaging and instruction¬ 
al manual. 

► David Baik 

Flip180@hotmail.com 
404 Jerome PI. 

Wheeling, Illinois 60090 
Trade Type: Sell Item: Games 
Description: Ridge Racer and Robopit for sale 
($15 each). 

► Darin Reich 

9316 Sonia Street 

Orlando, Florida 32825 

Trade Type: Want Item: Console System 

Description: I would like to get a Net Yaroze with 

black controller. 



If you'd like to place your own, totally free 
ad in PSM, just jot down your name, 
address and/or e-mail; tell us whether 
you're looking to trade, sell,; or both: and 
give us a brief description of what you're 
offering or want. Send at! of that info to: 

PSM Marketplace, 
c/o imagine Publishing 
150 North Hill Drive 
Brisbane, California 94005 

: 

You can also send e-mail to: 
psm@irnagine-inc,com 

Be sure to put "marketplace" in the sub¬ 
ject heading. 
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Coming next 


IflONTO 




More and more PlayStation developers are taking risks with absolutely 
off-the-wall games, and gamers are starting to take notice. Next issue, 
j we take a fun look at the games that are just so bizarre that you can't 
r help but love 'em. 
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Ninjas, Barcls, Arcl ers, Tk ieves and more. Tnere are nineteen figkting classes and four kundred abilities 


to master, if you go into battle ill-prepared, may tlie enemy make tke blood 


j o Id f 


ooa run cola rrom your 


heart. 
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As tke ancient kistory of warfare reveals, you will survive if your battle strategy is strong, and perisk 
if it is not. You will lead tke ckarge tkrougk impressive lands trying to gain tke kest strategic 
positions in forests, castle ramparts, swamps and valleys. Yon can buy and sell ecpiipment, bire new soldiers 
and plan glorious battle strategies. May you conquer tke enemy or may you die trying. 
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Join America's favorite racing family 


Newman/Haas Racing. 

We f ve got racing in our blood 

97 Psygnos'is Ltd. Psygnosls and the* Psygnosls logo are ,u or <H> and © 1990-7 Psygnosis Ltd, Developed by Studio 33 {UK) l id. in conjunction with Bizarre Creations Newman Haas 
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a winning indy car tradition 
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